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...for an all new adventure with new challenges, 
friends, enemies, special moves and secrets. 

This time though it’s Diddy’s turn to run the show, 
so even more monkey business is guaranteed. 
Wake up and smell the 
bananas, fresh on the 
Su^ NES this Niristmas.^ 
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EARTHWORM JIM 2 


CHRISTMAS COMPO 

WIN! WIN! WIN! WITH NMS'S BIGGEST 
GIVEAWAY EVER 

It's that time of year again so we thought 
we'd get into the festive spirit a little. Well, 
one thing led to another and before we knew 
it we'd got hold of about £3,500 worth of 
prizes. It's our biggest giveaway ever so don't 
forget to fill in your advent calender and 
send it to the normal address along with your 
own details. Hey, maybe you could be the 
lucky blighter who receives the blessing of 
the gods and wins our Nintendo Ultra 64! 


DONIOEYKONG C0UHTRY2: 


OfflOrs KONG mJEST 

EVERYONE'S GOT SOMETHING TO HIDE 'CEPT FOR ME 
AND MY MONKEY! 

Once again the Super NES proves that even though those 
pedantic new 'super-consoles' think they now rule the roost, 
Nintendo's machine still cuts the mustard. Gawp in mesmerised 
delight at our totally awesome 14 page WORLD EXCLUSIVE 
review and get the full low-down on Rare's latest and greatest. 


WANNA KNOW A SECRET? 

They've only just set up office in the States 
and this is their first venture into the Super 
NES's RPG world. Are Squaresoft creating a 
role-playing damp squib or are they going to 
be the new knights of the Square table? Find 
out in our EXCLUSIVE feature. 


GET THE WORMING TABLETS, JIM'S BACK 

Yes, Shiny's favourite annelid burrows his way back 
to the surface this month as NMS gets the EXCLU¬ 
SIVE review of the wormy ones latest adventure. 
Can we expect more mirth from the guy who says 
fish-bait is a dirty word? You bet your rotten mag¬ 
got you can. 
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THE SMELL OF DEATH HITS THE GAME BOY 

You didn't think it could be done. In fact, we didn't 
think it could be done. But it has been. Have the 
Midas' at Rare created another piece of gold for 
the Game Boy or is it just too much to ask of our 
beloved hand-held slave? Find out in our EXCLU- 
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YOU KNOW! 


We don't like to soy we told you so but... we told you so! About 
the Nintendo Ultra 64 controller, that is. Yes, those secretive 
souls at Nintendo have finally unveiled some more shots of 
their eagerly-awaited super console - and of the actual con¬ 
troller too. And it looks pretty much how we predicted it would. 
As you can see, the controller resembles a sort of space-age 
trident head, with a D-pad on the left, two rows of three but¬ 
tons on the right, a START/PAUSE button in the middle, and L 
and R buttons on top. 

So far, so Super NES joypad, you might think. But hold, what's 
that strange mushroom-like thing? Yes, now the truth can be 


WE KNOW 


Oh yes my lovelies, now we've wet your appetities by showing you 
exactly what the NU 64's joypad looks like we're going to moisten 
you even further. NMS are giving away the first, yes read that again 
and drool, the first Nintendo Ultra 64 in the country. Alright, so 
you're going to have to wait until it's released, but as soon as it is 
it'll be wending it's 64-bit way into your sweaty little palms. In the 
meantime you'll have to sigh and dream about Nintendo's dream 
machine and count the days down in the hope that you're the lucky 
little rascal who's won the top prize in our biggest giveaway ever! 


WIH A NIimHDO 
ULTRA 64! 


told - it's an analogue joystick, which permits subtler control 
over the gameworld than the D-pad does, especially if the 
gameworld is rendered in 3D... And that's not all. On the bot¬ 
tom of the controller there's an expansion slot. Already 
Nintendo has announced that you'll be able to plug a lightgun 
add-on into it, but quite what the plans are for it beyond that 
are currently unknown... 


To stand a chance of winning the ultimate games machine just 
answer the following quessie, turn to page 58 and fill In window 
number one on the NMS advent calender. 

What's was the development name of the Nintendo Ultra 64? 
a. Project Reality. ___ 



KONG LANDS AGAIN! 

Rare's monkey business continues! NMS is pleased to exclusively 
reveal that everyone's favourite silicon simian will return to the 
Gameboy next year in the sequel to the 
superb Donkey Kong Land. The original 
was rated at a blistering 96% in NMS 
#34, and it's more than likely that we'll 
go just as bananas over this follow-up. Of 
course, it's early days and so info about 
what kind of new features you can expect 
to see is not just hard to find, it's non¬ 
existent. Still, when there is something to 
tell, you know who to come to first... 


b. School Project. 
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SPCtO LV. 


PON MY SOUL! 


Prepare to shed a tear of sadness, because it looks like 
Tetris' reign as king of the action puzzlers is over. There's a 
new kid on the block, you see, and its name is Pon. 
Apparently the Japanese are going absolutely bonkers over 
its block-swapping gameplay, in which the aim is to form 
lines of similarly-coloured blocks to make them disappear. 
But if you're looking at the screenshots and thinking "Oh 
no, not another cutesy puzzler" then take heart from the 
news that Pon will get a total facelift (and probably a new 
name) when it's launched over here in good old Blighty. 

Out will go the big-eyed cartoon characters and in will 
come the fighters from Killer Instinct! The geezers at Rare 
who are handling the cosmetic conversion are raving about 
Pon's addicitve qualities and, apparently, it's fantastic fun in 
the head-to-head two-player mode. And if it's good 
enough for them, it's got to be good enough _ ^ 

for us too, right? 
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SPttD LV. 


WILLIAMS GO TO WAR! 

Rumours abound that Williams, the creators of Mortal Kombat, are 
putting the final touches to a new beat-'em-up for the arcades and 
NU64 called Warlords. According to the gossip mongerers it will be 
a 3D extravaganza in the Virtue Fighter/Tekken mould (only much, 
much better, of course), but beyond that very little is known. More 
news as and when it happens, fact fans... 




^ HIDDEN INSIDE! ^ 

KOMBAT KODES twINVAflORTAL KOMBAT 3 
Arcade and Video games 


Shang Tsung 
Tournament Master 


MORTAL KOMBAT- explodes on to 

your screen in this pulse- pounding animated action- 

adventure video. 


MORTAL KOMBAT- THE ANIMATED VIDEO 

contains amazing never- seen before computer 
generated 3D fight sequences and special effects. 
Plus an exclusive behind the scenes look at the 
making of the ‘Smash hit’ film MORTAL KOMBAT 


OUT NOW 
TO BUY 
ON VIOEO 

AT ALL 
I LEADING 
\ VIDEO 
\ STOCKISTS 




K 53 ^. 


FIRST INDEPENDENT 


















Go on, it'll be lots of fun. Theme Park is now available for your 
Super Nintendo, and it's as good as ever. Compete with 19 other 
power freaks to build the world's best theme park, and make a 
packet of cash on the side. 

GASP! As your customers defy death on 30 pant-wettingly cool 
rides, including 9 all-new ones and the option to design 4 of 
your own. CACKLE! As they spend vast sums of money in 
your 16 different shops and restaurants. Hire a variety 
of people in silly costumes, then fire 
them just for the hell of it! 

Yep, it's japes aplenty in the world 
of the funfair, so why not 
come along for the ride? 


DISTRIBUTED BY 














































Alton Towers 


fo more information about Theme Park SNES, please call 0161 832 6633 
Of . ite to Ocean Software, 2 Castle Street, Castlefield, Manchester, M3 4LZ. 
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'The scaled-down simplicity and the extra touches combine 
to make this the most satisfying version of Theme Park 
... Everybody should own a copy of this game 


"One of the most sophisticated, frustrating 
and downright enjoyable ways to kill time 

ever devised " 
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RLE SYSTEM 


Well, if you've got to go you might as well go with a bang rather than a whimper, and I can 
think of no bigger bang than this issue. Good lord man, it's positively overflowing with the 
hottest EXCLUSIVES this year! Earthworm Jim 2, Micro Machines 2, Square's amazing new 
RPG Secret of Evermore, Killer Instinct on the Game Boy, more amazingcompetitions than 
should be legal and a brace of Kollectible Killer Instinct Kombo Kards free, gratis and for 
nowt. Of course there's still the small matter of DKC2: Diddy's Kong Quest - WORLD 
EXCLUSIVELY reviewed just for you NMS readers. Put simply, it's Rare's best game yet. Call 
it my going away present. Next month we'll be announcing our new editor, so be sure to 
tune in. Ah well, the time has come to say goodbye. I'd like to say It's been nice knowing 
you, I really would... ANDY 


EDITOR: ANDY "BABY'S FIRST XAAAS " McVITTIE 
ART EDITOR: PETER 'WAITING BY THE MISTLETOE" BARRELL 
DEPUTY EDITOR: SIMON "GET ME OUT OF BRITAIN FOR XAAAS" CLAYS 
DESIGNER:CHR\S "CLAIRE AND ME ROUND AN OPEN FIRE" HOBBS 
REVIEWS EDITOR: SHAUN "ROCKIN' AROUND THE CHRISTAAAS TREE" WHITE 
OVERSEAS CORRESPONDENT: WARREN HARROD 


AD AAANAGER LISA "WHERE'S ANDY THIS TIME?" HAWKES PRODUCT 
AAANAGER TINA "YOU MUST COME TO MINISTRY" HICKS EXECUTIVE 
PUBLISHING DIRECTOR GRAHAM "BAH! HUMBUG" TAYLOR CONTRIBU- 
TORS:Radion Automatic EDITORIAL AAANGER Priory Court, 30-32 
Farringdon Lane, London, ECIR 3AU. PHONE: 0171 972 6700 
FAX: 0171 972 6703 


SPECIAL THANKS TO: Professor Heinrich Ringbaum for his probing com¬ 
ments concerning us. Simon Farmer, his gardening chauffeur and the whole 
of Rare for DKC2, the cover image and Killer cards. Simon would like to 
thank all the kind benevolent souls who dug deep into the fluff of their 
pockets to produce compo prizes Pete says cheers to Jo for healthy decisions 


NINTENDO PEOPLE SYSTEM 
Yes, Christmas is upon us again, 
so here in the NMS grotto the 
decorations are all up and the 
turkey's hiding in a wood¬ 
en horse in the exercise 
yard. But Christmas is 
a time of tradition, a 
time when the NMS i 

team fill in their ' 

Christmas lists only to 
be psycho-analysed by 
our resident shrink the 
good Herr Heinrich 
Ringbaum formally chief advisor 
to anyone with political ambition 
in South America. 


VILLAINS:Michael Portillo, Jacques 
Chirac, Phil Drabble 


Prof. Ringbaum says: "Veil, anyvon 
who tinks day are die robot 
has severe mental hang- 



probably induced by ^ 

r t - .T 

endless sleepless nights 

1 , . ■ 

because of die kinder- 


child unt compulsive i 

k .2^ 

gaming dis-order." 


PRINTED BY: TPL LTD COLOUR BY: SARAH & SARAH JANE DISTRIBUTED 
BY: FRONTLINE PRINTED IN THE UK © EAAAP lAAAGES 1995 SUBSCRIP¬ 
TIONS AND BACK ISSUE ENQUIRIES: Tower Publishing, Tower House, 
Sovereign Park, Lathkill Street, Market Harborough, Leics. Subscriptions 
Hotline (9:30-5:30 Mon-Fri) 0858 468888 All subscription rates include 
postage and packing. The annual subscription rate for one year is: 
United Kingdom and BFPO: £34.00 Eire: £44.00 Europe Airmail: 

£44.00 Rest of World Airmail (Zone 1): £60.00 Rest of World Airmail 
(Zone 2): £69.00 Rest of World Surface Mail: £40.00 Nintendo Co. Ltd. 
is the owner of the copyright and trademark rights in certain of the 
characters, artwork, logos and representations used in this publication. 
These are under licence to EAAAP Images Limited. ©1994 Nintendo. All 
rights reserved. NINTENDO, NINTENDO ENTERTAINMENT SYSTEM, 

NES, GAME BOY, SUPER GAME BOY, SUPER NES, NU64, NINTENDO 
ULTRA 64, VIRTUAL BOY and NINTENDO SUPER SCOPE are trademarks 
of Nintendo Co. Ltd. NINTENDO AAAGAZINE SYSTEM is the copyright of 
EAAAP Images. Any duplication, transmission or use of any of the text or 
pictures contained within these pages without prior permission of the 
publishers will result in legal action and a severe whipping with the edi¬ 
torial wet kipper. Although we take great care to ensure as far as rea¬ 
sonably possible the accuracy of the information contained in this maga¬ 
zine, NMS and the publishers cannot be held responsible for any omis¬ 
sions or errors that may occur. No correspondence with NMS shall be 
entered into. Stamped, self-addressed envelopes? Don't bother 'cos 
we'll just return them to you with the entire contents of a dog's bowels 
inside. COMPETITION RULES: EAAAP Images and Nintendo employees 
and their immediate families aren't allowed to enter any NMS competi¬ 
tions. The Editor's decision is, even though it's Christmas, spiteful and 
dependent on mood. So don't go ringing up and asking if you've won 
because if anyone does they'll be immediately disqualified. 


ANDY 

CODENAMES:Android McVit-3, 

He who must be obeyed 
EXCUSE TO EARN 
MONEY:Support a wife, twelve 
kids and a BMW. Subjugate the 
NMS staff 

I EXIST IN:Crimesville, North 
London 

FAVE FILMS:One False Move, Pulp 
Fiction 

TOP TUNES:Who run tings - Shy 
FX, Angels Fell- Dillinja, Slash the 
seats- David Holmes, If I needed 
Someone - The Beatles 
TOP GRUB:Chips and mushy peas 
(gravy optional) 

TOP DRAWER:Tragic undergar¬ 
ments I'd hoped were lost/thrown 
away 

LOVES:T'wife and t'child, 
Manchester United, Citroen CXs 
FAVE GAMES OF 1995:ISS 
Deluxe, Doom, Killer Instinct, 

Micro Machines 2 and DKC2 
SAYING FOR 1996:Many a 
muckle makes a mickle 
HEROES:Eric Cantona, Paul 
Scholes, Nicky Butt, Ollie Reed, 
Declan O'Brennan, Andrei 
Kanschelskis - even though he's a 
splitter 


SIMON 

CODENAMES:Northern Scum, 
Mane, Simple Simon 
EXCUSE TO EARN MONEYTo bully 
Chris when he attempts to design 
and generally annoy everybody 
while hiding under my desk 
I EXIST IN:Oblivion 
FAVE FILMS:Leon, Pulp Fiction, 
Batman Forever 
TOP TUNES:Anything by Black 
Grape (come un 'ave a go if ya 
think yer 'ard enuff!) Oasis, most 
bangin' house music. Tricky, 
Portishead 

TOP GRUB:Anything slightly fishy 
that was once known to swim 
underwater 

TOP DRAWER-.Chopped up body 
parts from Uncle Fred and Auntie 
Rose 

LOVES:Eva Hertzigova, boxer dogs, 
Izabella Scorupco - the new 
Bond girly, Aston Villa, pet ^ 

cats Hackney and y 9 

Spriggs, Strong lager ^ 

HATES :The Northern 

Line, Nat West bank, 

mortgages, liver and 

the smell of fresh cat V 

poo * 

FAVE GAMES OF 

1995:ISS Deluxe, Secret of ^ 

Evermore, Galaga and DKC2 
SAYING FOR 1996:Come an' 'ave 
a go if ya think yer 'ard enuff 
HEROES:Jacques Brel, Hank 
Bukowski and Rolf Harris in his new 
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^ ANDY GETS VOLE-ESTED! 

We've some rather bad nev/s to tell this month... 
Andy's leaving us! Come on now, get a grip of 
yourselves and we'll tell you the whole story. 

Not so long back Andy inherited his Great Uncle 
Chiltern's vole farm. Now you're probably thinking, 
why leave a great mag like NMS for a vole farm? 

^ Well, voles don't need pens because they live under 

the ground and they don't take much maintainance. 
Plus, Voleskin trousers are back in, then there's the 
Voleskin Game Boy and the Voleskin lingerie and pants. 
Actually we're lying our voleskin tongues off. Andy's moved 
onto greater things, and although he's no longer editor, he's 
kind of responsible for our fate in a kind of Grosser-ubereditor 
capacity. 

Find out next month just who's gonna be at the helm of NMS. You 
will not be disappointed. 


ADVENT-AGEOUS CALENDER 

We know there's absolutely no chance that you won't be entering 
our mad-vent calender competition. But just so you're quite sure 
exactly what you're doing, here's the full SR When you've entered 
all your answers in the correct window, pull out your calender 
enclosing your full name and address and mark it LET ME WIN 
LOADS FOR CHRISTMAS! Easy, no? 


'pet' loving role, 


Spiderman 


VILLAINSiBrion 


Conley, Michael 


Ball, Cat-lit, French 


farmers 


SAYING FOR 1996:Dicks is innocent 


HEROESJulian Dicks, John Elway, 


Bruce Willis, My twin brother Glenn 


VILLAINSiHoward Lincoln, The 


Football Association, Paul Ince, Chris 


Hobbs 


Prof Ringbaum says 


Donner und Blitzen! 


1st dis man a moron, 
nein! He is halb ein moron. His poor 
IQ und general lack of any intellect 
lowers him to a sub-human 
protozoa level. He vill 
never becommensie 
part of my games 
; playing master race. 

Schwien. 

SHAUN 

CODENAMESiShauny 
although Rick Parfitt is 
popular 

EXCUSE TO EARN MONEYWriting 
excellent reviews only for Chris to 
make them look naff with crappy 
. design 

I EXIST IN:The hope Danni Bahr 
r realises I'm alive 
V- FAVE FILMS:Pulp Fiction, Striking 


Prof. Ringbaum says: "Ach, ja. Die 


good rock-god has der grosser prob 


lem with any form of reasonable 
taste, even by German standards . 
However, Frau Bahr 1st sehr gut. 
Overall, dis man Is suffering from 
Rick Parfitt syndrome which mani¬ 
fests itself through an over¬ 
whelming desire to be der 
cock-rocker of Status Quo." 

CHRIS 

CODENAMES:Eric the Viking 
(why?), Eric, No. 10, Nobby 
EXCUSE TO EARN MONEY: 

I don't really 

I EXIST IN:A Damien Hirst formal¬ 
dehyde cow 

FAVE FILMS:Swedish educational 
films. Manga, Star Wars, Resevoir 
Dogs 

TOP TUNES:Honey and Lemon 
although Traditional are okay 


RATINGS GUIDE 

90-100 

ANY GAME SCORING ABOVE 90 PER CENT IS IMMEDIATELY 
AWARDED THE NMS SEAL OF QUALITY. THESE GAMES ARE NMS 
RECOMMENDED AND ABSOLUTE MUST BUYS. 

Christmas morning. Rub the sleep from your eyes and pull 
back the curtains. Fresh snow has fallen in the night and a 
red-breasted Robin sits chirping atop the gatepost. 

Downstairs Father is lighting a log fire whilst the smell of 
toasted crumpets wafts enticingly from the kitchen. Beneath 
the tree you find that the biggest present has your name on 
it. Excitedly you pull back the wrapping paper - you can't 
believe your eyes - an NU64! 

80-89 

The first of your relatives are arriving, including your 

Japanese uncle, Shigeru. What he got you this year? Wowl 
it's Virtual Boy and your own personal Geishal 

70-79 

Yummy it's lunch! Turkey, stuffing cranberry sauce, four veg, 
Christmas pud and a full belly. Ah, just settle down to the 

Bond Movie and a few goes on your brand spanking new 

Virtual Boy and maybe just one more piece of trifle. 

60-69 

Your best mate calls and shows you his really cool Star Wars 
toys. But, you fancy some fresh air so it's a good excuse to 
walk round his house and gaze at his beautiful older sister. 
Destiny, who's flitting back and forth in her Christmas micro¬ 
mini. Ah, unrequited lust. 

50-59 

Tea-time arrives. Only problem is that fat Uncle Frank's just 
laid siege to the table and you can't squeeze by the fat get. 

Bah! Oh, well you're pretty stuffed and Morecombe & Wise is 
on again. 

40-49 

Uncle Frank's drunk and full to the brim. It's takes an hour 
and a purple haze just above the carpet before Frank admits 
responsibility for farting. You arrive from your mate's to hear 
his rendition of 'The Crystal Chandeliers' on the karaoke. 

Awful! 


GAMES SCORING BELOW 40 PER CENT ARE IMMEDIATELY 
AWARDED THE NMS KIPPER OF COMMISERATION, THE 
ACKNOWLEDGED BENCHMARK OF BADNESS 

This is pandemonium. You're lodged between Auntie Alice 
and Great Aunt Nosferatu and they both insist on giving you 
big wet gummy kisses while you sit there wearing an awful 
Christmas jumper that feels like they've constructed it from 
iron filings, bran flakes and bits of old string. 

20-29 

Most of the outlaws have arrived, then who should turn up 
but uncle Bobby who lives in a hole just outside Worksop. 
"Alright kid" He slurs, pushing past you to throw up on your 
mother's Peace Lily. "That's better." He mutters wiping aside 
the vomit. "Now where's the booze and yer Aunt Fanny?" 

0-19 

Boxing day. Rub the sleep from your eyes and pull back the 
curtains. Fresh drizzle has washed away the last of the snow 
and a pitbull is savaging your sister by the gatepost. 

Downstairs Father has trodden on your Virtual Boy and some¬ 
one has let a stinkbomb off in the kitchen. Underneath the 
tree there's one unopened present - it has your name on it. 

The paper feels a bit soggy, ah well here goes. Lawks, a fresh 
turd - I'll kill that cat! 




' Distance 

U TOP TUNES:Van Halan, Balance; Ugly 
p; Kid Joe, Menace to Sobriety; 

^ Queensryche; Promised Land 
; TOP GRUB:Quarterpounder with 
cheese meal. Spaghetti Bolognese 
; and Starburger's big brekky 
I TOP DRAWER:Mickey Mouse Boxers, 
i Scooby Doo socks. West Ham season 
( ticket 

LOVES:Girlfriend Lynda, West Ham 
■. United, Picking on Chris 
i HATES:Southampton FC and 
> Tottenham. Train conductors that 
wake me up every morning on my 
‘ trip from Southampton to London to 
- ask for my ticket 

FAVE GAMES OF 1995:Donkey Kong 
' Country 2, International Superstar 
Soccer Deluxe, Yoshi's Island, Pog 


TOP GRUB:Chicken Rossini, stir fry, 
Starburger, Mcbreakfast 
TOP DRAWER:My Calvins, but they're 
all moldy where I haven't scrubbed 
LOVES:Kate Moss, l-D mag. Arsenal, 
Big Breakfast, Alicia Sllverstone 
HATES:Pants that chaff my sensitive 
skin, boy racers, sprouts 
FAVE GAMES OF 1995:ISS Deluxe, 
Galaxian and Galaga, DK2, Moon 
Cresta 

SAYING FOR 96:Please let me be 
good at something, just for one day 
HEROES:Paul Merson, any men in 
dresses, public toilets 
VILLAINS:Erlc Cantona, Simon when 
grumpy 

Prof Ringbaum says: Ach dis is die 
class case of a vaccuous existence by 
a man who can barely consider him¬ 


self human. Textbook ana I-retentive 
who proves his worth by pretence. I 
reccomend my new colostic- 
electrode technique." 

PETE 

CODENAMES: Peteski, 

Peter Petal, Flower. 

EXCUSE TO EARN 
MONEY:Saves me rob¬ 
bing sub-post offices. 

I EXIST IN:Abject misery. 

FAVE FILMS:Pulp Fiction and 
anything unmarked in a plain box. 
TOP TUNES:Nightmare on wax CD. 
TOP GRUB;Broccoli and chicken. 
TOP DRAWER:.357 Magnum. 
LOVES:Ready made cut outs 
HATES'.Scanning images and doing 


my paper round before work. 

FAVE GAMES OF 1995:DK2, 
Doom, 

SAYING FOR 1996:l'll choke 
the very life from your 
flimsy soul, mortal. 
HEROES:Charles 
Manson, Pol Pot, 

Ghengis Khan. 
VILLAINS:Mother 
Therasa, The Pope. 

Prof Ringbaum says:"Anozzer 
classic case. Dis boy is zuffering 
from acute schizophrenia and a 
multiple personality disorder. Ja, 
he is a nice happy-go-lucky man 
by day, but by night, a potential 
Zack de Zipper." 
































SPEEHl PRimW 


Rent 


Yes, more compos means 
'•Tappif^prizes which in turn 
m'eanSTmt^^p^hances of a 
pared rustiihg way 

to your snowy doorst^. Read 
on and make your DAember 
25th Just a tad more^yous. And 
just think, if you wi^omething big 
it’ii ready upset youi^grumpy postie! 

*N % 


Essentially, we are strictly a mag that deals only with games. 
But once a year we let our editorial flat-caps down a little and 
expand into other gaming type areas. So, following much 
scratching of bonces we decided to get our filching mits on a 
couple of classic boardgames. 

Following extensive grovelling and a whole heap of 'but think 
of the poor children on Christmas morning' banter we got 
copies of that capitalist's dream game. Monopoly, to give 
away courtesy of Hasbro.. Can you believe that this is 
Monopoly's dOth birthday. That's 60 Christmas' that kids and 
adults have been able to gather together and get really peev¬ 
ed at each other for building Canary Wharves all over Park 
Lane. 

It's the game that's guaranteed to get your mum and dad at 
each others throats as everyone plays differently. Are you one 
of those big-shots who spend all their cash on top properties 
in the hope that someone will go bust by just landing on 
them once, or are you the annoying fly-in-the-ointment 
type who buys millions of crap hotels on Old Kent Road for 
about 50p and then wears people down with poxy little 
bills. 

We've also got five Trivial Pursuits board games to give 
away as well. So not only do five lucky people get to make 
high-powered property decisions, but they get to compete 
in the game that teaches you absolutely nowt about any¬ 
thing of any real consequence, but fills your head with 
impressive meaningless facts. 

Anyway, we've got five copies of each to give away as part of 
our NMS advent calender. 

So all you've to do is 
answer the follow¬ 
ing question and 
then enter the 
answer in window 
number three. 


QpOLY 
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Originai 


X Nintendo^ 


Seal of 
Quality 


16 meg. of amazing, fast paced 
action based on the biockbuster fiim. 

Expiore the menacing districts of 
Edge City to humorousiy confront 
and outwit its unsavoury characters 
The Mask and all his incredible 
powers are in your control. 

"So, somebody stop meF 


AVAILABLE NOW ON 


iT*HQ INTERNATIONAL LTD, 4 THE PARADE, EPSOM, SURREY KT18 SDH. TEL: 01372 745222 

© 1995 NEW LINE PRODUCTIONS, INC. ALL RIGHTS RESERVED. THE MASK™ AND RELATED CHARACTERS ARE TRADEMARKS OF NEW LINE PRODUCTIONS. INC. 

SUPER NINTENDO ENTERTAINMENT SYSTEM™ AND THE OFFICIAL SEAL ARE TRADEMARKS OF NINTENDO CO. LTD. © 1995 T«HQ. INC. 





















And so the time has come for the young chimp 
to step from his master's shadow and take on 
the full responsibilities of Kong-hood. In short, 
Diddy's the daddy nowl he may not be very 
big - he's not been well you know - but he 
more than makes up for his diminutive stature 
with his speedy moves and athletic abilities 
which, you'll be either pleased or disappointed 
to find out, haven't changed at all from the 

first game. He can, howev- 
er, hoist Dixie onto his 
back and give her a piggy- 
back ride which has 
uses. He can also pick her 
up throw her to 
reach high platforms and 
bonus no 

way a 


Youll remember that the whole reason for the Kong fam¬ 
ily's last epic was to retrieve their precious banana 
hoard. Well, just like Die Hard 11 and at least a dozen 
Rocky movies the plot doesn't alter that much. Well 
^^art from the fact that it is Donkey Kong that's gone 
^^issing this time. Just how you go about misplacing 
^farge apes is anyone's guess... 

Needless to say the nefarious Kaptain K Rool is behind it all. ft ^ 
seems that he wasn't vanquished at all following the showdown at*"^ 
the and of DKC and, in fact, revived himself at the last minute and 
/ made off with the monkey while we weren't looking. Or something 
like that. Anyway, Diddy and Dixie proclaim that they'll rescue 
Donkey from Rool much to the dismay of Funky, Cranky and Wrinky 
who, with only one supporting role in a video game, don't think 
that Diddy's up to all that barrel jumping. Eventually the old moan¬ 
er himself, Cranky, concedes that it's the only chance they have, but 
warns that failure could mean a career of tea ads for Diddy. Best 
it right this tyjie, eh. - 


CART SPEC 

m BY: NINTENDO 

• PRICE: TBA 

• RELEASE: DECEMBER 

• GAME TYPE: PLATFORM 

• CART SIZE: 32 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1/2 

• HEAD TO HEAD: Sort of 

• BATTERY BACKUP: Yes 

• CONTINUES: Use save game 

• OPTIONS: None 


GAME INFO 

• GAME ORIGIN: Sequel to 
last yearns monstrously suc¬ 
cessful Donkey Kong Country 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: Reach 
Krem Quay 

• ALTERNATIVES: Donkey 
Kong Country, YoshPs Island, 
Earthworm Jim 2 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Fantastic 


j Jump off friend 


Team up, split up, 
charge up, web 


DIDDY KOHO 


Jump, flap wings 


IVUH YOU IVCREK T HERE 

The journey to what we hope this time is the 
final showdown with K. Rool is a long and very 
difficult one, fraught with many dangers for the 
unwary ape. Naturally it all starts off innocently 
enough, but soon goes all horrid. As the follow¬ 
ing guide to Crocodile Isle explains... 


Run, throw, attack, 
helicopter spin 


L: Spin squitter's web 
R: Spin squitter’s web 


Start: Pause 
Select: Swap character 




GAME CREDITS 

• DEVELOPED BY: RARE 

• DISTRIBUTED BY: NINTENDO 
% MADE IN: UK 

• ARTWORK: c RARE 


K. Rool's scuttled galleon lies off the coast 
of Crocodile Isle it's loaded with rigging to 
climb and there's even a flooded cargo bay 
at the bottom of the boat so the platforming 
monkey's can go for a splash. 








^Worid 

gvclusiye 


Okay, so ordinary girl monkey's don't general¬ 
ly have pony-tails, but hey, this is no ordinary 
girl monkey, this is Dixie Kong - Diddy's girl¬ 
friend! Dixie, aside from being a bit of a fox by 
ape standards, is in possession of a prehensile 
pony tail, capable of whipping Kremlings out 
of the way and hurling barrels back in the face 
of the enemy. She also has the same piggy¬ 
backing abilities as Diddy. But her ultimate 
ape-bility is her amazing helicopter spin. Not 
only does it give Diddy a thrill, but it also car¬ 
ries the pair of them over traps and baddies. 


•re sky-high 
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REVIEW 


THE FAMILY iCOHO 



JJWKY Utah 
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KANNON'S CLAIM: Now Diddy and Dixie are in an old 
mine. Crystals shine through the walls and the platforms 
are patrolled by huge Kannon Kremlings. careful timing 
is needed to avoid the pot-shots he takes at you. 


% 




LAVA LAGOON: Excellent stuff. The 
kids find their way blocked by seem¬ 
ingly impassible stretches of molten 
lava. Good job that Clapper the seal 
is on hand with his magical lava¬ 
cooling spittle. 


CROCODILE CAVLDROK 

A highly undesirable location full of crocodiles 
and hot lava. Not good for furry chimps at all, 
unless they use the crocs' heads or the balloon 
that float around. Alternatively they could buy ( 
heat resistant suit each. If such things existed, 
that is. 


hot head HOP: In an introduction to this dangeroi 
section, the Kong Kids find themselves negotiating a 
series of platforms separated by lava-filled pits. Wors( 
still, Klobber is 

intent on . 

bumping them ^ ^ 

to their dooms. v 


Diddy's Kong Quest is practically overflowing with Kongs. Some 
you'll have met already in DKC whilst others are totally new to the 
game. Diddy and Dixie aside, the rest of them only crop up in spe¬ 
cial sections in the game offering precious chances 
players to save their games, travel the Isle or earn 
valuable bonus items. Here they all then, the 
whole lot of 'em in glorious super fur-o-vision... 




ndo. 




DOlfkEY KOHO 


What a Donkey! DK was 
caught napping and kid¬ 
napped by K. Rool. He's now 
being tortured and held to 
ransom at the end of the 
game. Serves him right. 


DIXIE 


DIDDY ROIfG 


2^ 

















nKXNKW KOf^O 


Furricv KOHO 


CRAlflCY iCOlfG 




Now Funky Kong we could 
hove done quite happily 
without this time around. 

Alas players still have to put 
up with his annoying Bill- 
and-Ted surfspeak in order to 
charter a plane and get the 
heck outta there. 


There have been scientific studies done that 
show brain deterioration in some elderly peo¬ 
ple results in one of two personality character¬ 
istics - rampant jolliness or excessive grumpi¬ 
ness. No prizes for guessing which category 
Cranky falls into. The miserable git - visit him 
in his new role as curator of the Monkey 

X/iicoiim nnri nil rln^c ic K^rnt^ \/oiir InrU' nf 


Also a strong contender in the pushing up 
daisies department comes Wrinkly Kong. Wrinkly 
is the wife of Cranky and a teacher at the local 
college. Really, she should be taking it easy at 
her age. Like Cranky, Wrinkly dispenses advice 
too - and at a cost - she's also a useful ape to 
locate if you're planning to save your game at 
any time. What happened to Candy Kong then? 
Why are we being handed this wizened old 
crone instead? We demand explanations. 






It's possible - just possible - that Swanky Kong 
is more annoying than Funky. He is, after all, a 
game show host Players encounter Swanky at 
various points throughout the game and are 
forced to endure his Brucey-esque banter in 
order to win extra bonus items, coins, lives and 
the like. A necessary frustration. 




Give t-heiin ci bi-g hciricl "To IT k s ! 
Good even i og ^ I SjuiTcioKong 

cxrfed ' s 

c on t es t on mg Bonanzo.! 

It's ecisg to RL«y! Jctst Rick 
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REVIEW 


RED HOT RIDE: The best bit in this whole section by our 
reckoning. Diddy and Dixie (and Rambi if you can find 
him) span the yawning chasms by jumping on top of hot 
air balloons. Floating from 
thermal to thermal, making 
sure to avoid the Zingers 
that block the way. Cool, 

^ yet hot at the same time. 
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SQUAWK'S SHAFT: It takes a pretty 
special parrot to be able to gather 
two teenage apes in its claws and 
hoist them to safety through 
Kremling-filled platform-scapes. That 
parrot is Squawks. 






i 
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KLEEVER'S KILN: Kleever is perhaps the oddest boss 
DKQ throws at you. He, or rather, it is a large, angry 
and very sharp pirate Cutlass with a penchant for slicing 
and dicing ape-ass. Avoid its swoops and slashes and 
chuck cannonballs to dispose of it. 
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Those of you who made it through to the later 
levels of DKC (so that's just about everyone) 
will remember this feathered chap lighting the 
way for the Kong boys. In DKQ, however, 
gamers are able to play both as him and with 
him. Squawks also has a rather eggy weapon. 


(&M> 18 


KREM OVAY 

More sunken boats here in the Krem Quay and 
another watery level for the chimps to contend 
with. The Quay is hardly a pleasant location 
teaming with rats and other four-legged vermin, 
so Diddy and Dixie get the chance to play 
RentoKil. Although I don't suppose they'll turn 
up in a white van and leave strange matchbox 
things with poison written all over them. 


KROCKHEAD CLAMBER; Dragonflies make great plat¬ 
forms in this level, and sludgy stretches can be crossed 
easily providing players hit the special Barrels that bring 
toothsome crocs to the surface of the muddy mire. 


j 


barrel BAYOU: Diddy and Dixie find themselves in 
an eerie swamp where only the smallest shafts of light 
find their way down through the tree canopy. 

Progress through can be speeded up by utilising the 
timer barrels. 


GLIMMER GALLEON: The action 
moves underwater where, in the 
depths, Glimmer awaits ready to 
cast light on their situation. 


BARREL BAYOU 
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THE lcO»r& KONORTS 


Hey, no man's an island you know. The same 
holds true for apes too and there are plenty of 
occasions within the game where Diddy and 
Dixie are forced to call upon the assistance 
of one (or more) of their many friends. 

Some you'll have seen before, others not 
Doesn't matter really - you're going to 
meet them all again anyway... 


RAMBX 


Stout, stalwart and steadfast. 
Rambi the Rhino survives 
pretty much intact from 
Donkey Kong Country. But 
it's not true that you can't 
teach an old Rhino new tricks 
and Rambi returns with an 
all-new powered-up Rhino 
Charge enabling him to jump 
further and butt harder. A 
simple press of the A button 
is all that's required. 


dauxmR 


All arachnaphobes out mere avert your gazes 
now. Squitter is a large, ugly and rather 
colourful spider but with some very useful abil¬ 
ities. Squitter is able to kill Kremlings from 
long-range by firing a bolt of web. he Is also 
able to scale hitherto unreachable heights by 
creating web platforms that hang in the air a 
short while before crumbling. Spiders can be 
your friends. 


























CLAPPER 


GLIMMER 


ErrGUARDE 


Another old face 
from the first 

^ ar^yj^d it seems 
that En5^«;irde 
too has learnNi^ 
ways of the po\^- 

ercd U|j Lliai^u,_ 

Pressing the A button 
starts the fish convulsing 
before going into a highjy^ 
devastating, poinJy>btf7frst 
thrust. OoycjkT^ 


RATTLY 


Given the competition, Clapper wins hands- 
down in the cute character stakes. Jump on his 
back and he spits - well wouldn't you. His spit¬ 
tle however has the unique ability to cool lava 
or freeze water. 


RATTLE BATTLE: This is the first 
level in the game where players get 
to take over one of the Kong friends. 
In this case it's the springy snake, 
Rattly. make sensible use of Ratty's 
super jump - it takes precious time 
to power-up. 


SLIME CLIMB: Go on, take a wild guess what this 
level's about. Ha! You're wrong. It is in fact a desperate 
climb up the distinctly non-slimy ship's rigging whilst the 
waters rise from beneath. Water doesn't rhyme with 
climb, you see. Neither does rigging. 

BRAMBLE BLAST: Yikes! A spiny, spikey pointy kind of 
level. It's a maze too and the only way out is to negoti¬ 
ate a series of Blaster Barrels. One false move could 
lead to a particularly nasty demise. 






KUDGEL'S KONTEST: Kudgel's come to town for a bit 
of clubbing, and monkey heads are definitely on the 
menu. Kudgel's earthquaking stomp is potentially stun¬ 
ning so make sure you jump when he lands. 


Glimmer is an Angler fish and, physiology 
aside, is not unlike Squawks in DKC. 
Appearing only briefly during the earlier levels 
of the game. Glimmer follows the Kongs as 
they swim through dark and hazardous waters 
illuminating the way ahead as he goes. Not 
high on comedy value but most handy. 


A snake with a definite 
spring in his slither. Rattly 
provides transport for the 
Kongs in the early levels and 
takes on some of the later 
ones solo. He too has a 


power-up move - pressing 
the A button enables him 
to double the height of his 
jump. 
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MOST AWAITED GAME 


NONE 


TO THE SUPER NINTENDO 




Williams Entertainment Inc. 






y- 





' ;4 





, V 


j-ft? 

f 




























KCACICLE 


very very frightening indeed. 
A big skeletal ghost of a 
Kremling. Chases you around 
in Krazy Kremland. 


Anything that requires climb¬ 
ing in this game is guaran¬ 
teed to be infested with these 
skinny wretches. Best advice 
is to outpace them. 


KKOOK 


Seems to be wearing his big 
brother's coat and is a little 
short of hands. Krook spends 
his time boomeranging his 
hooks at passing apes. Tch. 


I say, another rather large 
chap. And I don't like the 
look of that kong-sized club 
he's carrying either. 


CLOBBER 


Highly annoying. Klobber 
hides out in innocent looking 
barrels only to pop up at the 
last minute and barge our 
heroes to their collective 
dooms. 


KLOMP 


The most common Kremling 
of the lot. Seems to be some¬ 
what bereft in the leg depart¬ 
ment. 




ICRA2Y ICREMLAKD 

Being the kind of employer who likes to please 
his scurvy hordes, K. Rool built an amusement 
park for when his boys get bored. Let's face it, it 
get a bit boring with all 
those boats and that hot 
lava stuff everywhere. 

Anyway, this level's full of 
roller-coaster sections 
(what self-respecting 
game doesn't boast a 
mine-cart type level?) and 
ghosts from the haunted 
house. Awesome. 




‘ft* 


HORNET HOLE: The Kong's find themselves in a sticky 
mess - a beehive full of angry Zingers. To make matters 
worse, pools of gooey honey slow 
their progress. It does have its uses 
though - they can use it to scale 
walls and it 

^ makes a tasty 

snack too. 






***. -V 

TARGET 

TERROR: The first of the 
game's many Roller Coaster Levels. 
The way is blocked by doors that 
open if the Check Barrels are hit 
(those with a tick on them). They close 
shut, however, if a Cross barrel is hit 
instead. Be careful and be accurate. 




BRAMBLE SCRAMBLE: Another 
thorny escapade for Diddy and 
Dixie. Life could be so much easier if 
only they could find that elusive 
invincibility power-up. 
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The villain of the piece. 
Kaptain K. Rool's continuing 
banana fixation is the whole 
reason for this amazing 
sequel. We really should be 
thanking him... 




Big fella, big gun 
bad attitude. 
Kannon tends to 
stay put firing the 
occasional broad¬ 
side in the Kongs' 
direction. 


ICUTLA55 


Behold his duel swords of 
doom. Experience 
relief when he gets 
them stuck in the 
ground. Laugh 
uproariously as you 
dispatch him to 
oblivion. 


FCRUKCHA 


The Kremling equivalent of 
our own dear Gary Harrod - 
ie large and muscly. Best 
avoid these chaps altogether 
- what doesn't kill them 
makes them stronger... 


RICKETY RACE: This Roller Coaster 
level is, as the title suggests, a race. 
A race against tvy^o foes - the 
Kremlings and the clock. Using the 
D-pad to point left or right speeds 
up or slows down the Kong's cart. 
It's not too hard to finish first but a 
iob to do so within the time allotted. 


MUDHOLE MARSH: Another 
swampy Bayou level. Distinguishable 
by the plethora of Cat O Nine Tails 
patrolling the platforms. 




RAMBI RUMBLE: In which Rambi 
finds himself in a whole hornet's nest 
of trouble. He's being chased by the 
guardian of the next level too. Help! 


KING ZING STING: Players con¬ 
trol Squawks in this end-of-level 
shootout. A giant Zinger with sole 
aim of sting your be-feathered ass 
patrols the level. Shoot his sting to 
turn him into several smaller 
Zingers, the red middlemost one 
being the one to aim at. 


KLOAK 


An eerie, ghostly type of 
Kremling who materialises, 
chucks something unpleasant 
at the Kongs and promptly 
vanishes. Brrrr. 




r»r& KM,n 

For every good guy encountered in DKQ there is at least one korrupt 
Kremling equivalent, hell bent on curtailing the Kongs' Quest. And 
they're not bothered how they achieve their ghastly goal either. So, 
here they are in all their gory. Don't stare, it only encourages them. 




























Total absence of lower 
appendages hasn't hindered 
this Kremling's mobility - he 
gets about on two spring- 
loaded peglegs. 


Be very wary when swimming 
past this spiny inhabitant of 
the watery levels, they inflate 
to twice their normal size 
when least expected. 


Yep, it's a cat with nine, count 'em, tails, gets 
itself into a spin far too often. Make sure you 
don't get caught up when it does. 


Imagine the evil alter-ego of 
Squawks and you'll get 
Screech. His makes his pres¬ 
ence felt in the closing stages 
of the game. 


You may have thought that 
Porcupines were cute crea¬ 
tures - not this one. Spinys 
cannot be bounced, only 
cartwheeled. 


Small but speedy and highly irritating. They're 
all over the place too - call rentokil. Better still 
stomp their little lights out. 


A fishy fiend for sure. This 
piranha'll take a slice out of 
anyone foolish enough to 
swim too close. 


m An inhabitant of the 
W underwater bits. 

¥ Shuri starts spinning 
in advance of an 
attack. Be warned. 


A familiar old face from DKC 
Necky now has an all new 
way to plague the Kongs' 
progress by swooping unpre- 
dictably into their path. 


PcABOXlfO 


CAT O' frrrrc taxls 


dCRCCCH 


5PXKY 




LOCk^AlV 


5HUAX 


Mxrrx IfCCiCY 


GHOSTLY GROVE: It's dark, wet, swampy and very 
spooky. Huge bullrushes sway in the fetid breeze, Kloaks 
hinder your progress and iust what are those ghostly 
ropes that keep appearing and disappearing? 

HAUNTED HALL: It's another Roller Coaster section, 
but with a difference - you're being chased by the 
hideous ghoul. Cackle, and against a punishing time 
limit too. Precious seconds can be made or lost depend¬ 
ing on whether Diddy reaches those vital Plus barrels 
and avoids the minus barrels. 


GUSTY GLADE: It's blowing a gale 
out there. Just look at those leaves 
breezing back and forth. The gaps 
between platforms seem a little larg 
er than normal too. Perhaps if you 
time your jumps to coincide with a 
forward gust. Hmmm. 


GLOOMY GULCH 

Another fun filled place on Crocodile Isle, 
Gloomy Gulch is a swings, bullrushes and ropes 
affair. Fun for monkey's so long as they avoid 
the two evil apparitions, Kloak and Kackle, and 
watch out for the dodgy ghost ropes. 













































A stingray much partial to 
the odd bite of monkey flesh 
His path is easy to work out 
and avoid. Do so. 


Aw a pwetty dwagonfly. Not 
very dangerous at all. In fact 
they make very useful ad-hoc 
platforms. 


Apparently the big brother of 
Klaptrap from DKC. His teeth 
are the only cause for con¬ 
cern - just look at 'em. 


Guaranteed to bug you. 
These critters are easily 
upended with one jump, 
although a second is 
required to finish them off. 


Another old fiend from the 
original. Zingers now come 
in several new and unpleas 
ant flavours. 


A close relative of Klobber but 
with a really short fuse. If you 
see 'em, flee 'em. 

Guaranteed to set any chimps 
tea party off with a bang! 


FLOTSAM 


FLXTTCa 


icLAMPOrr 


CLXCK-CLACIC 


kABOOM 


PARROT CHUTE PANIC: This 
level sees the Kongs back in the 
beehive falling to certain 
doom. Fortunately Dixie has 
her spinning ponytail to slow 
their descent and Squawk is 
on hand to help too. i 


KREEPY KROW: Whoever said you can't kill what's 
already dead obviously hasn't played Diddy's Kong 
Quest, in this section Krow makes a ghosty return, 
dispatching undead mini Necky's to do his dirty work 
The best advice is to keep on the move. 


WEB WOODS: This wouldn't be 
such a hard level were it not tor all 
that damn mist obscuring the way 
ahead. The fact that players have 
to control Squitter for part of the 
way doesn't help either. 
















































Gathering bananas was the name of the game in Donkey Kong 
Country. They're certainly part of the booty in DKQ too - 100 earn¬ 
ing an extra life. But they're actually only a small part of the good 
stuff the Kongs can collect. Banana Bunch coins, for instance, are 
for more valuable and come into their own when visiting any of the 
other Kong's, all of whom charge for their services these days. 

More valuable still are Cranky's Video Game Hero Coins. These 
have no monetary value but are priceless in the eyes of Cranky 
who rates your performance at the end of the game depending on 
how many of these elusive items you've amassed. It's the 
Kremcoins that are of the most use to Diddy and Dixie, though. 
These are only found in the bonus levels and then only when the 
bonus levels are successfully completed. The Kremcoins are the 
only way to see the top-secret levels in the game 


fU>LL OUT 
THE BARRELS 

Some of the barrel sections in 
DKC were quite ridiculously hard, 
requiring pinpoint accuracy and 
precision timing on the player's 
part. In Diddy's Kong Quest it's 
even worse. Many of the barrel 
levels are filled with thorny bram¬ 
bles that offer instant death to the 
unwary. Add to that the fact that 
they're usually mazes of some 
description and you'll begin to 
understand the problems facing 
the Kong kids. Oh, but it all gets 
worse from there too. You 
see DKQ introduces several frt 
new types of barrel for the 
apes to get to grips with. The H 
standard Blaster barrels now 
come in two flavours, there V 
are steerable barrels that the 1 
Kongs can control the move- i 
ments of for a short while only, ' 
there are barrels that open or 
close vital doors, barrels that 
add or subtract precious 
seconds from level 
timers, some offer 
temporary invinci- 
bility and, worse 
still, some Kremlings 
actually live in certain 
types of barrel. It's 
almost too much for a 
chimp to comprehend. 


There are plenty of opportunities to ride on top 
of one of the many animal helpers in the 
game. Some levels even dictate that the player 
control only those creatures, which definitely 
adds new fun to the gameplay. However there 
are certain points in each level beyond which 
our furry friends may not pass. These are clear¬ 
ly marked by signposts and travelling past them 
results in the animal in question reverting back 
to Kong form. But it's not all bad news. Upon 
disappearing the animals 


a bonus item of some sort 


ICOXI^d OF THE REALM 


FiNO the Token 


cArr T vow read? no pets' 


ARCTIC ABYSSdn this sodden section 
players get to control Enguarde as he 
tries top negotiate the rising and 
falling icy waters. Try not to 
keep this fish / 

out of water _ 

for too long, . 'V V 
he'spracti- \ 

cally usesless. t v ^ 


WINDY WELL: Certainly one of the most tricky sections 
of the game. The chimps find themselves in a hazard- 
filled well, where a howling gale blows leaves to 
and fro. The Kongs can take advantage of these 
^ gusts to get about the level, but timing is crucial. 

'.it CASTLE CRUSH: Something's up - the floor, actu- 
% ally. It's rising roofwards at an alarming rate, 
crushing all those 
who get caught 
up in nooks and 

corners. There ; > ‘ L 

are plenty of ./ l 

secret bits hidden here, j* ^ 

including Rambi and ^ ^ 

Squawks. Finding them ^ 

takes time though. Time 
you haven't got. 


ARCTIC ABYSS! (g) 


K ROOL 5 KEEP 

If the adventuring apes are lucky enough to 
make it this far they're in for a right old time 
here. This is chez Rool and it's full to the brim 
with traps. In fact there's so many that Rool has 
to watch where he's going, especially when it's 
time for a number two. 

























COMP No. c 

monkey puzzle .^ 5 „e 

With all our Christmas com Xt 

we decided to ^ brand-new P""*f 

n.rroTa;--Vi-«o“-^ 

^ opes -W liv. o" e*'*' °™ 


a. Barbary apes 

b. Barbecue apes 


now DO YOU 5AY HUGE? 

THE FLYING KROCK * im 

■ • _ f ■ ,■ 

' ' ^ 


As has already been mentioned, players are 
rated by Cranky Kong at the very end of the 
game. He's a hard ape to please too. It does¬ 
n't matter how many bananas you've horded 
or how many Kremlings you've crushed, if you 
haven't collected enough Hero Coins your 
efforts are worth spit in his eyes. If you do 
manage to find a few of these, though, there's 
a treat in store. Cranky leads you into a room 
where, perched on a winners' podium are 
those that he considers to be the all-time video 
gaming greats. A beautifully-rendered Mario 
takes pride of place, whilst Yoshi and Link 
occupy the second and third place slots. Unless 
you've been a good enough player to earn a 
place amongst them that is. 


ARDUOUS APERY 

^^One of the biggest questions you'll be asking 
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Another question that must be 
high on any Kong-fan's list is 
about the size of the game - 
just how many levels of ape- 
japery are there? Well, we can 
exclusively reveal that, all told, 
Diddy's Kong Quest contains 
eight worlds comprising 46 
long, long levels in total. Then 
there are a further 73 bonus 
rooms to locate, all of which 
are vital to proper completion 
of the game. Is that big 
enough for you? 


COMMENT 


Just over a year 
ago when I first 
saw Donkey 
Kong Country 
on the Super 
NES, my mouth 
dropped. It 
seemed that 
Rare had 

SIMON pushed 

Nintendo's 16-bit technology as 
far as it could possibly go and I 
was witnessing the machine's 
finest hour. How wrong could I 
be. DKC2 totally eclipses its older 
cousin in every department. The 
graphics look so much sharper 
and detailed, the spot-effects so 
much more realistic (just check 
out the way the light streams 
through the bayou forest) and the 
play just that touch slicker. Quite 
a few punters are critical of 
sequels, complaining of samey- 
ness and repetition, but remem¬ 
ber Rare can do no wrong 
because DKC2 is about the most 
complete product I've seen on 
the Super NES, ever. Ignore it at 
your peril. One question remains, 
how do Rare do it? Child sacrifice 
or a pact with Lucifer? 




^5? ' 
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CLAPPER'S CAVERN: ^ 

Another water filled 
level. The chimps must 
cross piranha-infested 
waters and face certain 
doom should they fall in. 

Good job Clapper's on hand to turn 
the waters to Ice - for a short time. 


CHAIN LINK CHAMBER: It's a fran¬ 
tic climb through several chain-filled 
castle chambers. Zingers are con¬ 
spicuous in their abun- 
dance. Oh, and it's 
‘ incredibly tough to get 
through too. 







TOXIC TOWER: as If a rising floor 
wasn't bad enough, this time it's 
deadly green slime. To complicate 
matters even further, at certain 
points within the level players have 
to adopt the guise of Rattly, Squitter 
and Squawks. 






STRONGHOLD SHOWDOWN: 

At last, you've reached the very 
top of Crocodile Isle. Time for 
that final showdown with K. Rool 
and that long-awaited game 
over sequence. Ah, if only it were 
that easy... 
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FLYXNO CROC 

So you thought you'd finished the gome eh! Not 
so young gibbon, you've still these extremely 
rock levels to contend vy^ith. Chances ore you 
won't even get this far either. We did, though. 
Here's what to expect on the offchance you ever 
get this far. 




SCREECH'S SPRINT: You want 

tough you've got it. This is a ^ ^ 

mad race Mgk 

through a very * ■ . . ^ - 

prickly, Krem- . ^ 

filled maze. ^^ 

Players control ^ ’ v ’ , ^ 


fj- 


K ROOL DUEL:Let's face it, Rool was 
only such a doddle in DKC because he 
knew something we didn't - that he'd 
be back, bigger and badder in this 
sequel. This time around he's tough¬ 
ened up his act with an onslaught that 
comes in many deadly waves. Donkey 
Kong puts in an appearance here too 
Alas, he's a bit too tied up to lend a 
hand. Paw, or whatever. 




destroy t 


BOffUd BOlfAlfXA 


The bonus rooms in Diddy's Kong Quest ore 
much improved over the mainly single-screen 
affairs of the original. There are some that 
require the player to collect as many stars, 
coins or bananas as possible In a given 
amount of time. Some ask that players 
destroy every last Kremling in the immediate 
vicinity. The most fun bonus levels are the 
ones where the chimps enter Swanky Kong's 
game show and gamble their hard-earned 
away. All bonus rooms yield useful items if 
cleared properly, some of which are vital to 
completing the game. 
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CAKT YOW TfVO KEEP dTXLL? 

Diddy's Kong Quest is absolutely packed to the 
very last meg with amazing sounds, stunning 
graphics and gameplay enhancements. Yet 
there's still room for a few nice touches 
that add greatly to the overall polished 
feel of the product. Take, for instance, the 
actions of Diddy and Dixie in those idle 
moments between Kremlings. Diddy 
produces a set of juggling balls and 
proceeds to dazzle us with his 
ball-handling prowess. Dixie, on 
the other hand, prefers to chill out 
and blow a few pink, gummy bubbles. 

The best touch, though, occurs in 
the Hornet's Nest sections. 

Leave the Kongs in a patch 
of honey for a short 
while and they take it 
upon themselves to start 
tucking into a feast of 
the sticky stuff. 


Donkey Kong Country was an 
excellent game. It may not have 
been the toughest title around, 
but what it did, it did with great 
aplomb, and let's not forget that 
it was DKC that effectively 
rewrote the book about what the 
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HOUR 


WEEK 


YEAR 


TNC ClfD X5 HXOH 


SOUND 


A Tailor made tunes suit 
the atmosphere of each 
level perfectly. Again, 
these are of the excellent 
standard we've come to 
expect from Rare. 


THE dXGNTd 


By far the most outstanding feature from the origi¬ 
nal game was its use of brilliantly rendered SGI 
graphics, and DKQ certainly has a hard act to follow. Of course, 
since last year we've all become a little blase about the use of 
rendered graphics in Super NES games, yet DKQ still manages 
to pull a few graphic tricks out of its hat - some so subtle that 
you might even miss them. There's no denying the beauty of the 
Hornet levels where half hatched grubs pulse away very realisti¬ 
cally. But what you don't notice at first is that the whole scene is 
viewed as if looking through a thin layer of Honey that slowly, 
almost imperceptibly trickles its way down screen. The fireworks 
exploding in the background of the Roller Coaster sections are 
surprisingly realistic too. Our favourite is the light in the Bayou 
levels. The tree canopy only lets through a few stray shafts of 
light into the gloomy undergrowth. The way that these shafts of 
light look and move is quite remarkable. Take our word for it. 




%TU([I^O clo^EgoTch^ 




XT AXKT OVIK TXl XT'S OlTtR 

It seems that, this time around, Rare have done everything within 
their powers to ensure that the passage through DKQ is not such 
an easy one. No longer is it enough for players to beat the final 
boss in order to complete the game. Nor is it sufficient to find all 
the bonus rooms hidden within the game. Indeed no. In fact the 
only real way to finish Diddy's Kong Quest is by locating the myste¬ 
rious Lost Levels. There are five of these in total, plus an extra one 
that only opens up once the others are fully com¬ 
pleted. Players enter the Lost Levels by paying their 5 ' 

way past Klobba, a Kremling who guards a toll 
bridge. Unfortunately Klobba only accepts one ^ 

form of currency - a Kremcoin, and these are very .'t I . - 

thin on the ground. Thorough exploration of the ^ 

game's many bonus rooms is recommended. ^ i;-n*! 


,9! 




GRAPHICS 


PLAYABILITY 


Another new feature of DKQ are the end-of- 
level markers. These resemble circular targets 
that are connected to a bizarre pole/barrel 
arrangement. Leaping on the target causes the 
barrel to shot up the pole. The higher the jump 
the further up the pole goes the barrel which is 
quite a useful thing to do actually. You see, atop 
the poles there is usually some sort of bonus 
item or other so a larg e run up and a mighty 
leap is in order. 








BREAKDOWN 

STRATEGY ; M M -^~~~~l 

ACTION ! ! ■ n i I i i_ : 

CHALLENGE I | ^ ^ ^ ‘ 

REFLEXES i_J PH 

ORIGINALITY f ^ ] ^ ^ I P~l PP 

j tOW j - j FAIR i 

LONG-TERM INTEREST 


LJL^UJCIp 
MUJOO 
OOOcp 
I low H ffllB 


OVERALL 

Just plain bril¬ 
liant. Mucli 
improved over 
what was 
already a 
stonking product, thanks to the 
increased difficulty. We'd like to 
mark it higher - We really 
would, but Rare wouldn't have 
anything left to aim at for the 
next Kong game. 




A I think the word is 
Awesome. Incredible oni- 
motion gives character to 
all sprites. Backgrounds 
are simply beautiful and some of the spot- 
effects, like the light through the trees in 
Gloomy Gulch, are astonishing. 


A The levels are bigger, ^ 

longer, packed with 
tougher baddies and trick- 
ier obstacles. Diddy and 
Dixie are tremendous fun to control and 
there's a much greater variety in the 
gameplay than before. Better all-round. 


LASTABILITY 

A So much to see and so 
many ways to do it. The fact 
that it's much harder than 
before adds longevity, as 
does the need for thorough exploration in 
order to finish the game properly. 






















A) Lassie Does Dallas. 

B) Fantasia. 

C) Wizard of Oz. 


Graphics, graphics, graphics that's all you hear these days. 
Can this do this? How many polygons can thingie move in 
a second etc. But how many people take much notice of 
what they're hearing. As part of our Christmas pilgrimage 
NMS visited Dolby's showroom to hear the future of gam¬ 
ing and try to steal some nice titbits off them! 


SOUND LOGIC 

We're not going to bore you with all the technical bumf about 
Dolby or even give you a potted lecture on the history of what 
they've done and when. But basically, since Fantasia became 
the first movie to be shown in stereo and sound enhancement 
and noise reduction became common place, then it's Dolby 
Laboratories who have been at the sharp end of things. 

Just about every movie, video, stereo and even some TV uses 
Dolby surround sound in some way and the list is growing 
day by day. So, it stood to reason that the same tech¬ 
nology could be applied to games. 

OUR HOUSE IN THE 
MIDDLE OF THE STREET 

Is this a front room or is this a front room? Here at 
Dolby's showroom they don't really suffer from a 
shortage of electrical gimickery. There's 
all manner of speaker and sound equip¬ 
ment each complimented by a remote, 
but there, smack bang in the middle of 
all that hi-tech wiz¬ 
ardry Is the 
good old 
trusty Super 
NES. It 
brings a tear 
to one's eye. 

My lounge eh, packed with 
goodies or what? 


THE FUTURE SOUND OF... 
EVERYWHERE ; 

Okay, so the list of titles which can currently take ‘ 
advantage of this technology on the Super NES is ^ 
limited, to say the least, but let's be positive. All : 
of the new 'super-consoles' are making full use of^ 
this technology, so it stands to reason that our * 
much lauded dream-machine, the NU64, ^ 

will be able to take full advantage as well. ^ 

THE HILLS ARE ALIVE... 

At the moment there aren't that many Super NES games that use 
Surround Sound, but those that do sound absolutely amazing. Using ^ 
a selection of different speakers positioned in various locations, ; 
Dolby Surround Immerses the player in a full 

stereo environment. ^ 

Not only does it sound cool, but all the spot effects come out of the I 
relevent speaker. For example, in Ocean's Jurassic Park the Velociraptors ‘ 
attack screech comes from the direction he's coming from. This type of : 
effect adds heaps to the atmosphere generated by play. 

WIN MORE SPEAKER KIT 
THAN A DIXON’S WAREHOUSE! 

You didn't think we'd go out in search of the best sound equipment for 1 
the Super NES without liberating some of it did you? With you, our ^ 

reader, in mind we've only gone and got hold of a full Dolby ^ 

Surround-Sound speaker system worth just a tickle under £500 for you 
to win. That's right you heard correctly, as part of our turkey-tastic 
Christmas bonanza one lucky punter will win this little lot. All you've ? 
got to do Is answer the following question and then turn to our fabby 
advent calender on page 58 and fill in the relevant window. 


I HAVE A DREAM 

Alright, so this gear's quite pricey at the moment and affording 
it would take the combined wages of every paper boy in the 
country, but it can't stay that way forever. Hey, one day this 
equipment will be cheaper than a second-hand black-and-white 
portable from your local porn shop and we'll all be able to 
enjoy cool surround-sound gaming. 










f Cigntend^ 


Seal of 

CXiamy 


Oh the Empire and the power of the Dark Side in'fhi^ 
drilling version of LucasArts Star Wars finest cl^allengeT^ 

Faithful to the 16 bit version, control Luke, Han, Cl^wl^aeca, 
Leia or Wicket the Ewok. Battle through perilous missions, 

k pilot space vehicles and then ultimately destroy the 
Death Star restorihg freedom to the galaxy^ 


*HQ INTERNATIONAL LTD, 4 THE PARADE, EPSOM, SURREY KT18 SDH. TEL: 0 


1995 Lucasfilm Ltd and LucasArts Entertainment Company. Aii Rights Reserved. Used under authorisation. Star Wars is a registered trademark and Return of the Jedi is a trade 










REVIEW 



CART SPEC 


• BY: GAMETEK 

• PRICE: TBA 

• RELEASE: NOVEMBER 

• GAME TYPE: PLATFORM 

• CART SIZE: 16 MEG 




GAME FEATURES 


• NO. OF PLAYERS: 1 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: Password 

• OPTIONS: Only a few 


GAME INFO 


• G/IM£ ORIGIN: The insec- 
toid version of the Mega Drive 
cutie classic, Flicky. 

• GAME DIFFICULTY: Hard 

• SCORE TO BEAT: Complete 
Being Central 

• ALTERNATIVES: Flicky on the 
dreaded Mega Drive. There is 
no other game like this on the 
Super NES. 




GAME CONTROL 


• CONTROLLER: Joypad 

• RESPONSIVENESS: Good. 


Attack 




Jump 


Q 


No Function 




Action Dash 




L: No Function 
R: No Function 




Start: Starts/pauses 
Select: No function 


GAME CREDITS 


• DEVELOPED BY: HAUS TEKNIKKA 

• DISTRIBUTED BY: GAMETEK 
m MADE IN: UK 

% ARTWORK: c GAMETEK 




Very rarely do wS see a platform game where the hero 
doesn’t despatch their enemies by jumping on their 
heads. However, Gametek have just such a game ready 
for release. It stars as its hero an oversized flea and has 
a graphic styim created so the player feels like they are 
actually play^g a cartoon. So let’s get straight into 
the EXCLUSNe review and discover the 
world of FrMtic Flea. 

Frantic Flea has been in production for quite some 
time yet it'y only now that Gametek feel it’s time for it 
to hit the s/reets. Although similar to other platform 
games, pi^rammers Haus Teknikka have gone for a 
more lighr-hearted game, where the emphasis is more on 
humour/other than mindless violence. Is this a good thing? 


PLEASE 


OME 


ntic 


Flea is a pretty jammy so-and-so. Born 
in 1993, he started life in a supporting role in 
a very different type of game and impressed 
his designer so much that he turned him into a 
super hero in his own right. Frantic uses over 
250 frames of animation, giving him a very 
strong cartoony feel. If you're wondering how 
come he's about twice the size of his fellow 
fleas, it's because he stumbled upon a 
machine whilst entering the Insideos spaceship 
and accidentally enlarged himself to the same 
size as his enemies. Any old cobblers for the 
sake of a plot, eh! 


(RIGHT) A bid for fleadom 
perhaps? 




INSIDEO THE MIND 


OF A CRIMINAL 

The game tells of a group of aliens called The 
Insideos. They're yer average evil, twisted, pur¬ 
ple alien scum who possess only one limb. The 
problem with them only having one limb is 
that they resent any other life form that has 
more. And so they roam the universe, seeking 
out creatures with many limbs, maiming and 
mutilating them as they 
go. Rotters! Alas, the 
Insideos hear about 
Fleaworld, where the 
inhabitants have several 
limbs. Naturally, they 
decide to attack and 
capture as many fleas as 
possible. This is where 
Frantic comes in. If he 
fails, well it doesn't bare 
thinking about. 
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FLEA FOR YOUR LIVES 


The object of the game is a very simple one - Frantic 
, must rescue a given number of fleas from each level 
\ before he can progress to the next. Frantic is pretty 
\ much free to roam about each level in search of his 
I chums but must take special precautions as the 
I Insideos and various other contraptions are out and 

I - y about to. One 

r ■ ... . ^ ~ mistake causes 

Frantic to lose 
every single flea 
he has rescued 
and has to start 
all over again. 


thing 

llf-l T' ‘ that the player 

how good the 
y graphics are. 
The program- 
have done 
o great job of 

SWnVCRnv oughly cartoon- 
styled game. But does the game 
play as well as it looks? The sim¬ 
ple answer is no. It starts out 
okay, but soon becomes tedious 
especially when the player has to 
collect 64 fleas without making a 
single error or it's back to square 
one. For once, the standard jump 
on 'opponents heads' platform 
game would have helped to 
make this a better game. 


CARTOON COMEDY 


The cartoon graphics are a key part of the game. The program¬ 
mers wanted to get away from the usual violence that is por¬ 
trayed in some video games and replace it with a 1950/60's 
style slapstick comedy cartoon feel. This also means that instead 
of the usual bloodthirsty deaths, the programmers have wimped 
out in favour of more humourous animations such as fleas being 
squashed or fried in tubes. Bah! 
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WEEK 


MONTH 


YEAR 


A Great cartoon graphics. 


COMMENT 


STICK AND SUCK 

During his adventure Frantic Flea comes across a variety 
of devices that help his progress through the level. 
Special devices include velcro walkv/ays that allow 
Frantic to climb walls, suction tubes that suck up 
and fire him from one side of the level to the other 
and floating hover pods that have to be driven like 
a flying motorbike. 


MIND OF THEIR O 

The Insideos may look quite gormi 
actually have a mind of their o 
just walking around in set p 
other platform games, theJffisideos interact 
with whatever is happjprfmg on the screen. If a 
flea is nearby they try and make a grab for it 
by locking onto the flea and chasing it. They 
also get moredevious as the levels progress. 
Clever, nof 


Frantic Flea is 
very obviously 
based on the 
old Mega Drive 
game, Flicky. 
Flicky, for those 
of you who 
missed it, was a 
graphical trav¬ 
esty but was 
also one of the most playable 
games ever created. Frantic Flea, 
on the other hand, has great 
graphics and the same great 
gameplay at its heart too. Yet, in 
their efforts to bring the Flicky 
concept up to date and increase 
the challenge the programmers 
have allowed a few frustrations to 
get in the way of the gameplay. I 
mean, losing all your fleas every 
single time you get hit is just 
plain daft. Such things are no 
substitute for challenge. It's a 
shame really, as Frantic Flea real¬ 
ly could have been a great game 
and he's certainly one of the 
nicer characters to have 
appeared on the Super NES. 
Maybe next time, eh! 


:)VEj All 
fh^se fleas and 
ndf one cat to 
ptch on to. 
bhame! 


OVER THE HILLS^^NQFAR AWAY 

Frantic Flea features 18 massive levels. The^g^me starts out in 
the wacky laboratory before heading off through the Stikko Hills, 
Boing Central, the Manic Mountains and ends up inside the 
Insideos' spaceship with the final showdown in the prison hold¬ 
ing hundreds of fleas. The game also features three scrolling 

boss levels and huge 
half-screen 
guardians. It even 
manages to incorpo¬ 
rate a few bonus lev¬ 
els. And why not? 


(LEFT) Flea me! As Roger 
Daltrey once sang in a 
film called McVicer. 


BREAKDOWN 

STRATEGY 
ACTION 
CHALLENGE 
REFLEXES 
ORIGINALITY 


LONG-TERM INTEREST 

HOUR ' ~A M W I 


GRAPHICS 


Superb animation on 
Frantic too. 


▼ Backgrounds are a little 
basic, though. 


SOUND 

A Funky music and good 

sound effects. Speech sam- N9 

pies are cool. 

▼ Fleas screaming for 
help starts to get annoying after a while. 


PLAYABILITY 

A Control is easy to get to n 

grips with. 

▼ Far too frustrating when 
the player gets zapped and 
has to start again 


LASTABILITY 


A 18 massive levels to 
complete. 


T Try collecting 64 fleas 
without being hit or losing 
interest. Forget it! 
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OVERALL 

The game looks 

great but doesn't AT 

live up to expec- 
tations. With 
Donkey Kong, 

Earthworm Jim and Mario set to 
return, it may be better to hold off 
for a while. 
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Actual screen shots shown 
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CART SPEC 

• BY: MICRO MACHINES 2 

• PRICE: OCEAN 

• RELEASE: NOV 

• GAME TYPE: RACING 

• CART SIZE: 8 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1-4 

• HEAD TO HEAD: Yes definitely 

• BATTERY BACKUP: No 

• CONTINUES: 3 in one -player 

• OPTIONS: Various gameplay 


CAME INFO 

• GAME ORIGIN: Game based 
around those incredibly small 
vehicles 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: First nine 
courses in one-player 
Challenge mode. 

• ALTERNATIVES: Micro 
Machines 1, Street Racer and 
Mario Kart 


GAME CREDITS 

• DEVELOPED BY: CODEMASTERS 

• DISTRIBUTED BY: OCEAN 

• MADE IN: UK 

• ARTWORK: c OCEAN 


^ 1-3105 ^ 
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Anyone who played the original Micro 
Machines must be wetting themselves with 
anticipation for the sequel. Well, my friends 
the wait is almost over. The game is set to 
hit the streets in a few iveeAs and we’ve got 
die EXCLUSIVE review. Check it out 


MINIATURISED MADNESS 

For the sad loner forced to play Micro Machines 
on their own, the Challenge mode is ideal. The 
player races against three CPU-controlled com¬ 
petitors. The challenge starts with a basic oval 
track but it's not too much longer before things 
get extremely involved. In order to qualify the 
player has to finish in the top two. If the player 
completes the first lap in first place and with a 
quick time, they may become an Auto Winner. The 
player gets only three lives so they need to get 
used to the tracks very quickly. 


I'm sure by now you all know what Micro 
Machines are. Yep, they're those extremely small 
vehicles with the unique ability to get them¬ 
selves lost, only to turn up down 
the back of the sofa with 
the remote control 
immediately after 
you've had a 
hiding for 
losing them. 

Still there should 
be little chance of 
losing the game cart 




IN A LEAGUE 
OF YOUR OWN 

Cocky players who think they 
have what it takes to survive a 
season, there is a Super League. 

The player selects their character 
and enters the league in division 
4 - the lowest. The gamer com¬ 
petes through four races scoring 4 points for a win 
down to 1 point for last place. At the end of the 
four races, the winner of each division is promoted 
with three drivers relegated. Luckily for those that 
come bottom in division 4, there is no Vauxhall 
Conference so they get to stay in the same division. 


REmm 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Excellent! 


Backwards 


Forward 


Forward 


Backwards 


L: Nothing 
R: Nothing 

Start: Pause 
Select: Not used 
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This is where the game really comes into it's own. Micro Machines 
in two, three or four-player mode has got to be one of the most 
addictive games around. Players select their driver then pick a 
game option. The first is Single Track where the players partici¬ 
pate in a one-off race with nothing but pride at stake. Next is 
the Tournament option, well, options actu¬ 
ally - there are three to select. The first is ^ ^ ^ 

Rookie Race offering a selection of the more 
basic tracks. Then there's the Mega Mix where the 
omputer randomly selects a circuit and the players 
compete in a best of five to decide the winner. 

* And finally is the Pro Tournament and believe me 
v when I say, this is for experts only. 












Scoring in two-player races is a fairly simple affair. Both 
racers start with four coloured lights which are the same 
colour as their vehicle - always blue or red. The object of 
the game is to reach the leading edge of the screen and 
get your opponent to lag behind so they are driven off 
the trailing edge. Every time a player wins a section, one 
of the opponents lights changes colour. A player wins 
when they have all eight lights the same colour or if 
they have the most lit up at the end of the designated 
number of laps. If at the end of the race the scores are 
tied, the players battle it out in a winner-takes-all play¬ 
off where the first cock up is the loser. 


' =•''-If 


Want to control a large 
machine? No problem. Every 
time a player wins three consec¬ 
utive races in one player 
Challenge Mode they get the 
chance to win an extra life by 
controlling a Super Monster vehi 
cle. All the player needs to do is 
to collect 30 micro machines in 
thirty seconds. 


I have to admit, 

WSISk recently I 

had never really 

llQk played Micro 

Machines let 
alone Micro 
Machines 2. 
After playing it 
only a couple of 
SHMUN times all I could 
think of was, why had I not played 
it sooner? Everyone that loved the 
original will be gobsmacked with 
the sequel. MM2 is so playable 
that avid racing enthusiasts can't 
fail to be impressed. The four 
player option, guarantees this is 
one game that is going to spend a 
long time in the console. With 
extra vehicles and even tougher 
courses it's going to take a bloody 
expert to get through this in a 
hurry. Buy it now and here's to the 
possibility of Micro Machines 3! 


When entering into a 
three or four-player 
tournament, the rules 
for scoring are slightly 
different. In three-player 
mode the person that 
disappears off the screen 
first in each section loses 
one of their lights. The 
other two competitors bat- 
tie it out for the point. 

With the four-player mode 
I it all gets a bit horrid - the 

first player to disappear loses two points with 
the next being disqualified losing one. Now it's 
up to the final two players to fight for one 
point for second place and two for first. 
Another difference in four-player mode is that 
the players start with five lights instead of four. 
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i^tiFi) The red hover¬ 
craft and the blue 
hovercraft had a race. 
No, that doesn't scan 
properly... 


Pla^C5tT! 


^BOVE) Leg It! It's Jim Davit 


(ABOVEJi The notorious 
playing card ramp. 
^rfqjrLileath for the boy 
. racers oeft’f^re. 


Super Mario Kart was one of the first to introduce it and ever 
since, most racing games have followed suit. I am of course talk¬ 
ing about the speed start. Be warned, in Micro Machines 2 this is 
extremely difficult feat to get right and takes lots of practise to 
master. The start is made up of three horns, with the last being a 
higher pitch to the others. The player must press the accelerator 
after the first horn, but before the second. Get it right and the 
others are left trailing behind. Eat my dust! 


Players that reckon they are the fastest on a 
particular circuit have the chance to put their 
^ money where their mouth is by selecting the 
% Time Trial mode. All 27 courses can be select 
/ . ed as the player or players race for one or 
r three laps with the computer recording the 
fastest time for all to see. Another neat 
feature is the shadow of the fastest 
^ time following the player around 
^ the track as they try to set a fast 
5 time. This allows the player to see 
how they are doing in comparison ^ 

^ to the fastest time. 
















































WACKY RACES ^ Y 

It's amazing the things pro- ' 
grammars can come up when i 
making a game. Who else 
could think of driving a 
dumper truck over a rotating 
corn on the cob or jumping or a V 
Formula 1 racing around a pin- ^ 
ball table? All these added obsta- 1 
cles totally change this from a stan¬ 
dard racing game into something 
totally unique. One of the biggest 
problems facing the player is getting 


used to the track. Even after playing this 
for some time, it is still difficult to remember 
all the twists, turns and obstacles approachim 
Truly inspired and totally excellent. 


If you think the original Micro Machines are small, wait until 
you see these babies. Every once in a while players get to con 
trol very small Micros across some equally diminutive tracks - i 
might be more of a strain on your eyes but the increased fun 
more than makes up for this. Given that they are so small, 
means they can really been thrown around the circuits. 















































COMMENT 


MULTITAP MANGLING OR JOYPAD JAPERY 

Four-player games for those gamers who already own a multi tap are a simple matter of 
plugging in the extra controllers. For gamers who don't, the programmers have come up 
with a clever trick. Two players can now play simultaneously on the same control pad. One 
player controls their car with the direction controls and the other uses the four buttons, the 
cars themselves accelerating automatically. This may take a while to get used to, but it's 
got to be better than forking out extra money on games accessories. 


BOYS ARE BACK IN TOWN 

In the original Micro Machines there were eleven characters from which 
to choose. Time has passed extremely quickly as six of the original cast 
have returned and, my, how they've grown. Spider now sports designer 
stubble, Walter looks like he'll go bang if he eats another thing. Jethro 
looks like a student and Chen like a computer boff. They are joined by 
ten new characters all of which have their own driving technique when 
controlled by the computer. There Is no difference to the drivers skill 

when they are controlled by a 
player. One of them bears an 
uncanny resemblance to Bad 
Influence's Violet Berlin. Thought 
you ought to know that. 


VEHICLE VARIETY 

Not only have the tracks been improved 
but there are now even more vehicles 
to race in. The programmers have 
taken the best from the original and 
added a host of various others to 
whet the appetites of racing fans 
everywhere. The helicopters, which 
were always the hardest to control in Micro 
Machines 1 have been made harder still and now 
possess the ability to go up and down over and under obsta¬ 
cles and not just around the circuit without getting stuck in the cor¬ 
ners. Other new vehicles include very slippy hovercrafts, speedy con¬ 
vertibles and ridiculously quick Dragsters, very tricky to control - espe¬ 
cially when they're being raced around the toilet seat. 


ANDY 


Let's be 
unequivocal 
about this - 
Micro Machines 
2 is a totally 
excellent game. 
As far as playa¬ 
bility and pure 
gameplay are 
concerned it is 
almost without par. Plug it in and 
you're hooked. Get a few mates 
around and Sue Cook'll soon be 
making earnest pleas on TV about 
the dangerous new craze pollut¬ 
ing the minds of the nation's 
youngsters. It really is good fun. 
However, today's discerning, nay, 
fussy gamer may be slightly put 
off by the rather basic look of the 
game. All I can say is that it's 
their loss If they can't see beyond 
fancy graphics. Let me assure 
you, the next gen machines avail¬ 
able are hard pushed to find any¬ 
thing as playable as this. Look it 
up real soon, it's a gem. 



STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


HOUR 


WEEK 


MONTH 


YEAR 


REVIEW 


GRAPHICS 

A Vehicles and back¬ 
ground are basic but good. 

Animation is smooth and 
fast. 

T But looks slightly cock 
when compared to some of the graphic 
marvels around at the moment. 


SOUND 

A Engine noises are good. 
Music is sparse but okay. 

▼ But nothing to write 
and tell your folks about. 





PLAYABILITY 

A Instantly easy to pick 
up and get into. Great 
response from joypad. 

Take away the graphics 
and sound and you've still 
got what has got to be one of the most 
playable games there is. 


LASTABILITY 

A Loads of tracks and 
extra vehicles to keep 
even the best gamers busy 
for the months ahead. 

Tournament and League 
options add to the lifespan. But you just 
can't whack those two-player matches. 


OVERALL 

As playable as 
playable gets. 

Games like this 
don't come 
around that often ^ 
so don't pass up this opportunity. 
Go out and get it. 
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ANDY'S BRIEF 

Andy had been spending far too long in the NMS games cave. Night 
and day he seemed to toil, only ever emerging to bark orders or 
demand more of the companies mind-altering coffee. Then, late one 
afternoon, smoke pouring from the depths of the cave, Andy 
emerged. 

"I've done it! I've crossed 
an NES with an old toilet 
system and a variety of 
small mammals and 
invented a device which 


fnissiDfi ifnPDssieLE?_ 

FETLFfI TB IBS3 flS fl 13 VlflB BIB BIB 
ESTBEIISB IIBETBEB BIBTEBBB BBBE BCBBFBTEEV 


In a bizarre experiment that didn’t involve a De Lorean car, 
Michael J. Git or a crap Huey Lewis song, NMS’s very own 
Time Lord, Simon, finds himseif re-iiving iife as a 13 year 
old for the day to find out whether or not Nintendo’s batch 
of coin-op conversions bear witness to the originals... 


CART SPEC 

• BY: NINTENDO 
m PRICE: £21.99 

• RELEASE: NOVEMBER 

• GAME TYPE: SHOOT-EM-UP 

• CART SIZE: 4 MEG 



CART SPEC 

• BY: NINTENDO 

• PRICE: £21.99 

• RELEASE: NOVEMBER 

• GAME TYPE: SHOOT-EM UP 

• CART SIZE: 2 MEG 



CART SPEC 

• BY: NINTENDO 

• PRICE: £21.99 

• RELEASE: NOVEMBER 

• GAME TYPE: PLAT/SHOOT 

• CART SIZE: 2 MEG 


can career you dock in 
time and reduce you to 
the appropriate age! Ha- 
ha! Simon, s!ip into this 
special latex bodysuit... 
you're going back in 
time." 


CEBBEFTEB TFEIF FETFB EBIB-BF FBBBE. VBB 
FBBE JBST S FBBFS TB CBBIFEETE VBBF B1ISSIBB. 
TFIS B1ESSBBE IBILE BBT SEEF BESTFBCT IB BBE 
B1IBBTE EELBBSE IT^S B1BBE BE FBEEF. VBBF 
EBBlIia BEEFB1EISTEF.BBBV. 
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CART SPEC 

• BY: NINTENDO 

• PRICE: £27.99 

• RELEASE: NOVEMBER 

• GAME TYPE: SHOOT-’EM-UP 

• CART SIZE: U MEG 
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ASTEROIDS 

V^iebMi fke imk^l 4 ih mwmim, 
atlhugk ih Supe^ Gome B(M| Iim m updated 
gtdfilucd vmm m U uihick hetp^ a talk, 
Cmpamg the o^'wd uiUk the Gam Bog m~ 
otoH (a dangefim thing in 1983 oo the 
gg imitT time and I mitd've veng ea^itg ended 
up anmted oo (ut alien) il Coob 04 fu£(a, hul 
tmme o( the dwatl pftexmitg o| the sateen 
evefigthing ^eem img oiamped in com{)a^o{i toi 
the coiK-op. 

Ihe ime-l^iam g>ui|iltico one dull attimgh 
unlike Galaga and Galuxian time'^ a tm token 
otano to iHundnate the dfiakneM o{ the ocfieeno ^ 
backgftound. PCoguuoe Aotenoido gdo beiiefi ao 
timeo wme ta contend with, UnloHiunaielg, on 
the Gam Bog umioit because ol the omll 
ocmn it fuol geto too cluilefied to be tun. 
A^temdd hao appewied in mng guioeo or Humg 
tomato oince ib biftth and ilo pfiobutly u good 
joh ilo been updated becauoe the mginal neitim 
looko img good o/t holdo the attention. Ta be 
tah thio um one ot the tviol titleo ev&i and gou 
cunt expect too muck o| tl, pim old thing. 




COKUERSIOK; COlUrO TRY HARDER 


KOSTAjCGIA UA£UE: BUCKS FIZTS JCAKD OF HCAKE 
BEflEUE. 
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K0STA£GIA OMUI: CHPYStER 
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Thanks to Deith Leisure for archive photos. 























































(ABOVE) This is 
the way things 
started and it 
hasn't got any 
the more sensi¬ 
ble since! 




JOUST 

Jml im almd Ike em ta 

^ gfiace Ike tiled him 4 m (mmmeHl aftcade 
and tiffi Ikh fimm opwm id lauded wUk big 
^ glabuled 4 ftette-Hcdim. 'IVe cciH-op Mked a 
\udgtd ddiag m Mtfiick le lance dk&i bvuk 
wkile (C(i{)|)iKg amud a vanielg ct 
uijucii liUen Ike ^cfteen, Fcntanalelg tke Gam 
Bwj umum bepd uc'm muck la Ike ied oi Ike 
oftigml Ufkite aha Hiornging ta give plag Ike 
ieeling 4 ^pc^ce unlike Velmden and A^leiiaida. 
Gaming at ih pfdmatidial level but abaclide tap 
l}un ivken Ike bnain can't cape udik anglking laa 
buag. 
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COKUERSlOK; A JOY TO HAUE IK THE CjCASS. 


KOSTAfGIA UA£UE; HUE STAR’S SUK AKD STEEf 

mum. 
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OVERALL 1 

i 

I 

I 

A couple of verita- ^ 
bie classics go to 
make this cart up. Brilliantly convert¬ 
ed and accurate down to the very last 
analogue beep. Of all the arcade- 
classics this cart is one of the most 
playable. Definitely worth a look. 


OVERALL 


If s a little surpris 
ing that both 
Centipede and Millipede have been 
cocooned together on the same cart 
because they really are too similar. 
Of the two, Millipede wins by about 
100 legs and segmented body. 


OVERALL I 

79 

The Asteroids con¬ 
version was a little disappointing 
because of the limited parameters of 
the Game Boy's screen, but the 
Missile Command is really playable 
even though it lacks the true look of 
the arcade machine. 


OVERALL 


Defender has got 
to be one of the 
greatest titles of all time, but the 
Game Boy version isn't the best 
clone around. The screen feels a 
touch cluttered at times. Joust on the 
other hand is just about perfect, if 
a little samey. Still, good bearing 
in mind the limitations of the 
Game Boy. 
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I can't believe how many people have sent in cheats for Kilier Instinct. Thanks for 
ail of them, but only one can be printed so give yourselves a big pat on the back 
for finding them out so quick. Congratulations to Bob from Newton Stewart for 
being this month's winner. Don't forget that every month someone wins two 
games from our sponsor Konami, so get your tips ready and send them to: 
PROMISE THIS IS NOT A KILLER INSTINCT TIP, Small Tips, NMS, Priory 
Farringdon Lane, London, EC1R 3AU 


^EYEDOL AND SPEED UP CHEATS 

KILLER INSTINCT 


★ 


★ ★ ★ 


We have been completely swamped by 
Killer Instinct cheats so we have been forced 
to select the most comprehensive letter and 
print it. The lucky person is 
Bob from Newton 
Stewart. To play as Eyedol, 
choose Cinder and wait 
until the versus screen 
appears. Hold down Right 
and press Quick Punch, 

Quick Kick, Fierce Punch, 

Medium Kick, Medium 
Punch, Fierce Kick. 

Eyedol's moves are as follows: 

HEADBUTT: Away, Towards. 

Medium Punch. 

CLUB SWIPE: Away, Towards. 

Fierce Punch. 

FOOT STOMP: Hold Away 
whilst tapping Medium Punch 

FIREBALL: Quarter Circle Towards 
with any Punch. 

POWER LEAP: Away. Towards with any 
Kick. 

FIREBALLS WITH FOOTSTOMP: Half- 
Circle Towards and Punch 


FAST - On versus screen hold down Right 
and all three Punch buttons. 

FASTEST - On versus screen hold down Left 
and all three punch buttons. 

The next group of codes allows the player to 
select their favourite background and music. 
All of these cheats have to be put in on the 
character select screen and can only be acti¬ 
vated in two player mode. The first person 
to choose their character selects the back¬ 
ground with the second player selecting the 


music 


Up and Quick Punch = Temple 
Down and Quick Punch = Canyon 
Up and Quick Kick = Castle Rooftop 
Down and Quick Kick = Chicago Alley 
Up and Medium Punch = Cave 


SUPER CHARGE AND FOOT STOMP: 

Away. Towards. Quick Punch 


COMBO BREAKER: Away. Towards. Fierce 
Punch 


SLOW - On versus screen hold down Left 
and all three Kick buttons. 
medium - On versus screen hold down 
Right and all three Kick buttons. 


Down and Medium Kick = Castle Room 
Up and Fierce Punch = Shrine 
Down and Fierce Punch = Lava Bridge 
Up and Fierce Kick = Desert Rooftop 
Down and Fierce Kick = Warehouse 


If both players press Down and Medium 
Kick at the same time, it takes them onto a 
special stage. 


There are a variety of speed up cheats 
ranging from slow to extremely fast. 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 \ 
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Thanks to Karl Williams for sending in the 
level codes. 

LEVEL 2 - JWLYX 
LEVEL 3 - RSVP 
LEVEL 4 - DXCPT 
LEVEL 5 - SLMN 
LEVEL 6 - ZTHRK 
LEVEL 7 - CRLQXZ 



^CHANGES REFEREE TO A DOG 

ISS DELUXE 


★ ★ ★ ★ 




^LEVEL SELECT 

STAR TREK: TNG 


★ ★ ★ 


Hov^ many times have you been to a game 
only to find it's ruined by a crap ref. Well 
here's the chance to change him. On the title 
screen, use controller 2 and type in the stan¬ 
dard Konami cheat which is Up, Up, Down, 
Down, Left, Right, Left, Right, B, A. This 
changes the referee and linesmen into dogs. 
We all know they are not human anyway. 



For all fussy drivers out there that are not 
content with the car they have been given, 
this cheat from Leroy White should help. 
When the Driver Select screen appears, 
press X. Y. X. Y. X. Y finally holding down 
the X button. The player can use the 
Control Pad to change the driver's abilities. 
All players can change their characteristics 
by using this code on their own controller. 


Thanks to Mathew Revill for this cheat. Wait 
for the title screen and when Start appears, 
press Y. Y. X. X. A. A. B. B. If the code has 
worked the player should hear a ring. Whilst 
playing, if the player pauses the game and 
presses Y they are presented with a Level 
Select menu and a Battle selection. 
Unfortunately there is a down side to this 
cheat. It only lets the player play the level 
they have selected but it's still worth printing. 
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It seems that there are still loads of players 
struggling to get through Wario Blast. 
Luckily for these sad people, David from 
Buckingham sent us all the codes. 


LEVEL 1 

1 6964 

2 6007 

3 4778 

Boss 1415 

LEVEL 

1 

2 

3 

Boss 

5 

1909 

0105 

4092 

6271 

LEVEL 2 

LEVEL 

6 

1 

5819 

1 

4163 

2 

0164 

2 

0160 

3 

0362 

3 

7689 

Boss 

3569 

Boss 

8169 

LEVEL 3 

LEVEL 7 

1 

8401 

1 

4881 

2 

8264 

2 

2077 

3 

0173 

3 

5296 

Boss 

2828 

Boss 

0117 


^LB/EL SKIP 

THE UON KING 


^ iir ir 


For players that are struggling with a partic¬ 
ular level, Darren Hodges sent in this level 
skip. All the player needs to do is pause the 
game and quickly press B. A. A. B. A. A. If 
the code has been put in correctly, the play¬ 
er automatically skips onto the next level. 


LEVEL 4 


LEVEL 8 


4185 

6318 

0390 

3158 



^SKIP WORLD 5 SKY HIGH CAPER 

DONKEY KONG LAND 



★ ★ 



Eban Bolter reckons that on this level there 
is a warp that takes the player through the 
entire level. Jump on the first platform and 
manoeuvre the platform to the bottom left 
hand corner. Role left off the platform and 
jump and Donkey or Diddy Kong should 
find a barrel to land in. This takes the play¬ 
er though the level. 



C2uD SO 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 













































ITS mare waa just a seauei... 


A load of oU balls It aiHl! 


KONAMI 


m 




New teams, new players, 
new stadiums, new strategies 
and new techniques. 


Realistic player sprites with brand 
new animations and skills 
Increased CPU intelligence to challenge 
beginners and experts alike 
36 international teams featuring recognisable 
celebrity players 

Real, live commentary, 7 different stadiums 
and new stadium video screen 
International Cup, World Series and fully 
editable tournament modes 
Choose from 16 formations, 8 strategies, 
20 players and 9 adjustable player skills to 
create your perfect team 
Four way play also possible 









auve! You look dreadful 
flesh of your 

linhi f a"«^yof/ haven't seen day¬ 
light for months, but you're still 

^I'll be t n to part three of our 
/ // beat Doom or there could be 

® guide. So 

take a big deep breath (yes, and 

I m only 12J and crank up that 

Super klES. You never knVv!you 

might make it home in time to get 
Santa with vour chainc^,..i ^ 


THREE 


mojc 


What kind of guide would let you trapse 
around the cellars and toilet blocks of 
hell without at least letting you know 
who's hanging around trying to pull your 
legs off or nick a chip off you. Not us 
mate. 






This oversized bull is full of it. He's got no 
long range weapon, relying on the sav¬ 
agery of his teeth, horns and claws. The 
Demon is the boxer of the game, taking 
massive punishment and still coming at 
you for more. However, three or four 
good blasts from a shotgun will K.O. 
them. Beware though, they're sprightly 
devils for big creatures. 


Howling mutant commando's wielding a 
single shot rifle. Not the smartest of 
opponents, which is probably why they 
howl so, but easy meat with one shot 
from any weapon. As he dies he'll leave 
you a nice ammo clip as a present, how 
sweet. 


CACOtJFWON 


Not a pretty sight these guys. In fact, 
they're that ugly that the other's probably 
take the wet out of them, but the last 
laugh's on them because their ball light¬ 
ening is deadly. Anything less than a 
shotgun and it's an early bath for you, 
and even then you're guaranteed to take 
hits. The best bet is the chaingun as the 
Cacodemon isn't too mobile or quick, but 
if you are unlucky to come up against 
one without the chaingun then your best 
bet is to snipe while taking potshots. 


WARWE SARGEANT 




Sarge isn't much different to his squaddie 
underlings, except he can scream louder 
and carries a shotgun. After you end his 
pitiful existence he'll drop his gun, leav¬ 
ing you either a shotgun, if you've not 
got one yet, or four shotgun shells. 


To all intents and purposes. Spectres are 
transparent Demons and should be treat¬ 
ed with the same respect and tactics - so 
kick the poo out of them! 




BARON OF HFtt 


tOSJ SOUt 


The only pure royalty in Doom deserves 
the respect it commands. If you examine 
the damage stats for his nibs you'll see 
it's futile taking a Baron on with anything 
less than a chaingun, and even then 
you're going to need 100 plus ratings to 
survive their green death bolts. For an 
easy life nothing less than the plasma 
rifle or the trusty BFG will suffice. 


These critters possess no long range 
weapon but are amazingly quick. In fact, 
they're quicker than an imp's fireball and 
have a real nasty bite to them. Lost Soul's 
are also capable of evading your rockets 
from range, so it's best to wait till you 
see the white's of their eyes and then 
loose to shotgun cartridges into them. 


This is no Hillman Imp either, this little 
blighter throws deadly fireballs that take 
up to 15 points of health per hit off you. 
Imps can take pistol fire, but fall at a sin 
gle shotgun shell, the best way of avoid¬ 
ing an early barbecue is to ziqzaq the 
fireballs. 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 I 


CZuD S2 






1. When you enter the Keep you're only 
armed with a pistol and need to upgrade 
your weapon as you'll be under attack, so 
veer left and on the way to false wall on 
the far side of the slime pool you'll pick the 
shotgun up. This is a tough assignment so 
be careful. 

2. When you've fought past the imps, press 
the west wall within their chamber to reveal 
a closet containing a rocket launcher and a 
few other items. The teleport exits you. 


5tOUGH OF DF5PATP 


1. A strange level, but one littered with interesting rooms to 
explore. From the start room work your way along the eastern 
wall until you walk over a red slime patch, this will lower the 
wall to reveal a chaingun. 

2. Travelling along the west side of the level should enable you 
to find a rocket launcher, a berserk pack and an armoured vest. 
Also if you can find the arrow on the map which points at a rock 
enclosure, head there and push the rock to reveal a plasma gun. 

3. As you explore this hand shaped level look out for a slime 
arrow that prompts you to press a switch. The Soul Sphere that it 
releases should be a welcome relief. The other skull switch 
releases a bunch of Spectres and once you've dispensed with 
them there's a box of rockets. 

4. After you've fought a pack of Marines look out for a red trian¬ 
gle that has been triggered by your gunfire. You don't get long 
to make sure you liberate all that ammo from the cages. 


CYBER PEWON 


Would you mess with a geezer with a 
hand-held personal missile launcher? 
Doubtful, but unfortunately you're going 
to have to. Apart from nerves of steel and 
rubber underwear you're going to need 
the BFG, especially for the Cyber-Demon 
Lord at the end of the Babel Tower level. 




He looks stupid and immobile and fortu¬ 
nately he is. By the time you meet the 
biggest boss of all you should be well 
enough armed and protected to take him 
out with three solid blasts from your BFG. 
After the hell of the Cyber-Demon lord 
this is the gravy train, but a little disap¬ 
pointing. 
































H0U5F OF FAW 


1. After the entrance go north to the Column Room and go left. Inside there's a Soul 
Sphere and a plasma gun as well as the skull switch which will let you out of the room 
Look out for two Y-shaped indentations which open a secret room with a Rad Suit in it 

2. The courtyard contains a monster pen which, when emptied of its fowl horde, allows 
you to pick up the yellow Skull Key. Also in this location look out for the 'flame window' 
because just south lies a secret room with a Soul Sphere and a chainsaw in it. 

3. Further on into the level you'll come across three skull switches and a teleport. Here's 
how they play; the northwest switch lowers a chaingun, the southeast switch opens 
secret doors in the east and west corridors giving you a rocket launcher and rockets, the 
northeast reveals a chaingun and the blue Skull Key in the northeast and northwest cor 

ridors respectively, 
and the southwest 
switch takes you 
back to the tele 
port. 

4. When you 
reach the exit 
door turn right 
^ When you enter 
this room you're 
in for the fight of 
your life, but 
your reward is 
the BFG 9000. 


1. A 'gimme' waits in the start room in the shape of a launcher 
and rockets. First right reveals a secret room behind a false wall 
with a shotgun, shells and a cell pack. Over the bridge, through 
the door and you'll find a Berserk Pack and a blue vest plus a 
few token enemies to go berserk on. 

2. You'll soon come across two pits with crushing pillars above 
them, don't go near them yet. Instead keep your eyes peeled for 
three switches on the south wall. If you travel directly between 
the two pits you should be able to reach the switches without 
triggering the pillars. Pushing the left and middle switches brings 
the pits to ground level and you should be able to pick a host of 
goodies up if you time your run. 

3. After you've destroyed the Baron and picked up the blue Skull 
Key, look out for a set of double doors as taking the right door 
leads to a toyshop of goodies. At the blue Security Door go 
south and then take the left-hand door to find a Blur Artifact. 

4. When you've finished a huge battle with just about every 
legion of the damned in the game, you should find a slime pit 
with a switch which raises a BFG 9000 for you to take your frus¬ 
trations out on. 

5. Next find the room full of barrels because at the narrow end 
there's a false door complete with six boxes of rockets and a 
kingsize energy cell. 

6. When you reach the pillars with eight switches on it's puzzle 
time. As you face the doors the front left switch opens a room to 
the left which contains an Invulnerability Artifact. 




GUTFF DOG5 FOR THF 
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1. A tough maze level which takes concen¬ 
tration to complete unscathed. Immediately 
after you've mopped up in the start location 
press the south wall to access a Secret 
Room with a backpack in it. 

2. Travel north up to the slime lake and hug 
the left wall until you find the blue Skull 
Key. When you get to the Pentogram room 
you'll find a Soul Sphere and a rocket 
launcher. If you swing east to a monster 
pen you'll find a blue armoured vest at the 
back of it. 

3. To find the red Skull Key take the north 
blue door until you reach the Rad Suit 
Room, slip into a suit and explore. Travelling 
east to the corner takes you to a box of 
rockets and in the trench just south lies the 
BFG 9000. 

4. Return to your 'suit base', put one on 
and head west. Soon you'll hit another 
room with four Rad Suits in, change into 
one and head north, then westwards and 
then finally take a southward passage that 
leads to the red Skull Key. Incidentally, a 
skull switch at this location opens all red 
Security Doors and teleports. 

5. The yellow Skull Key lies at the top of a 
bridge in the northwest area of the level 




^. As soon as you enter this level hit the platform at the end of the 
peninsula and stock up with equipment. Then it's up the wide stairs to 
find a rocket launcher and rockets, a shotgun, a chaingun and an 
Invulnerability Artifact. 

2. The square building contains a Rad suit and a backpack, but be, 
wary of the monsters. The easternmost structure contains a green vest 
and two teleports with shotgun shells, a plasma gun and an energy 
pack at the end of them. 

3. Hopping off the ledge releases Cacodemon's across the water, but 
allows you to fetch a Rad Suit from their pen, assuming you kill them 
all that is. From here a secret room is located in the large central 
building on the northeast wall. Inside there should be an energy cell 
pack. Teleporting from here takes you to a ledge with a chainsaw on 


4. It's also worth noting that the two northerly rooms contain Rad 
Suits, a Computer Map and a Soul Sphere. After the blue Security 
Door you can either teleport to the next level or find the third secret 
level. 

5. To reach the secret level you must teleport back to the northern fac 
ing ledge. Here you must find a blue rectangular housing with a skull 
switch on it, but to reach it you must shuffle along a very thin ledge. 
When you get south of the of the enclosure, turn to face the wall and 
fire your rocket launcher and you're propelled into the enclosure. 
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1. There's not one single solitary secret 
lurking in the stench of the final level. All 
you have to do is fight in the arena like 
the proverbial gladiator himself, it's a 
tete a tete with the Spider-Demon Lord 
himself. It's a bit of a fight, but the 
arena's littered with energy cells, a plas¬ 
ma gun and an armoured vest. 

2. Forget the Cacodemons and the Baron 
just keep moving to avoid their attacks 
while putting down as much fire as is 
humanly possible on the arachnid from 
hell. 


Level 


WlVA-tTS 

0 

6 

0 

22 

0 

7 

2 

0 

0 

WRCEANTS 

0 

11 

1 

18 

0 

18 

9 

0 

34 

IWW 

18 

0 

34 

26 

35 

36 

0 

0 

18 

OFMONS 

5 

8 

14 

53 

33 

6 

17 

0 

5 

mCTRW 

0 

11 

4 

5 

2 

4 

0 

0 

10 

t05T SOUtJ 

0 

36 

14 

21 

13 

32 

9 

0 

4 

CAcoeewow 

3 

8 

2 

13 

6 

22 

9 

2 

11 

BARON? Of Hftl 

0 

0 

2 

3 

5 

1 

1 

1 

5 

CYBfR-RfNON 

0 

0 

0 

0 

0 

0 

0 

0 

1 

?PTOfR-RfMON 

0 

0 

0 

0 

0 

0 

0 

1 

0 




1. Grab as many items as you can as the Cyber-Demon Lord is back. 
You'll need the Invulnerability Artifact to help you defeat him, so head 
to the far north corner. Also, in the red slime chamber you'll find a 
Berserk Pack, a chaingun and a Rad Suit. 

2. Inside the large building filled with beasts there's a lever that low¬ 
ers a ledge cram packed with goodies. Further down in the 
Cacodemon pen you'll find a plasma gun and in the slime lake you'll 
come to the piece de la resistance, the BFG 9000. 

3. Teleporting into the warrens leads to an awesome battle, but is 
necessary to get the red Skull Key. Heading east takes you to the red 
Security Door and the exit. 
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A great T-Shirt printed 
with opr cool ( 
TECHNOIogo, a TECHNIC 
pen and TECHNIC ruler. 

A TECHNIC pad (for all ' 
those crazy designs (is 
also included and a 
folder to clear 
everything away in 
when you are moaned 
at for the mess you are 
creating! Plus 3 great 
issues ofTECHTORQUE, 
our own magazine 
giving TECHNIC building 
ideas, news on new 
products, special articles 
written by TECHNIC 
users and special 
TECHNIC items for sale - 
and plenty more!!!! 

(PACK ITEMS MAY VARY BUT 
WILL BE OF THE SAME VALUE) 


I hear 

you shout! 

For £9.95 this 
membership pack will 
be sent to you - so 
don't delay, send the 
form -tocJei V 
and GET REAL - 


» Technic 

SupeY spec\a\ o^er set \s the \.bgo TtCHh\c 

QVIAO >N\th a\\ tor mst 


•azy ion 

IdMerent sties, 
trimmer hotidays 











hKsi look at our fybbie advent calender Alright, so there^s 
total, but it's not meant to be a real one. I mean who'dput 
a bum^ dh^fy mugs like this on a calender? Anyway, all you’ve got to 
do «5 ed^ att yo ur answers by the correct window number and then stick 
your nanUtUnd^dress on the next page and send ydiUS0fi0ler tods at 
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No you're not having deja vu. Yes it’s another com¬ 
petition page, and yes we are Just too generous for 
our own good. You know we had to mug oid 
Father Crimbo to iiberate these gifts. Anyway, 
read on and find out what you can get your 
grubby mawiers on this time. 


COMP No. 6 

HYPER HYPER 

So you've just scored several billion zil¬ 
lion at your favourite Super NES 
title and you're just a bit elated. 

But none of your mates are here 
to bear witness to your spectac¬ 
ular feat of hand and eye skill. 

What do you do? Leave your machine 
on until your buddies arrive or simply wait until your 
console overheats so you've 
neither your score nor a 
Super NES anymore? 

Neither thanks to Hasbro's 
latest game gadget. That's 
right score-freaks put your 
hands together for the 
Hyper Score which 
allows you to record 
your score and then 
send it down your 
phone line (see idiot 
guide shots) in a matter of 
moments before it's immortalised in a 
top-ten (if your score's high enough that is) 


high-score table on a special Teletext page. 

And guess what, we've got half-a-dozen of these thirty quid units to 
give away as part of our NMS madvent calender prize compo. As 
with all the other compos, all you've got to do is answer the follow¬ 
ing multiple-choice quessie and then turn to page 58 and put your 
answer in box number six. 

What telephone number do you dial when ringing the operator? 
a. 100 b. 999 c. 321 


WHAT MORE COMPOS? 



COMP No. 7 

BATTERY BACK-UP 

You'll remember last month we ran a news- 
piece about the ecologically friendly Eco- 
Charger. You know the thing, it's that battery 
charger that you can put your normal batter¬ 
ies in when they go flat and it'll re-charge 
them for practically nothing. 

It also does the rechargeable ones too, so 
the Eco-Charger's a good way to do your bit 
for the planet and it'll also make life a little 
kinder on your pocket because you won't 
have to spend so much cash on batteries 
everytime you want a good old bash on 
your Game Boy. 

It's getting a bit of a yawn now, but we've 
got three Eco-Chargers to give away for the 
our advent calender competition. As before 
all you've to do is answer the question and 
put your answer in window number seven on 
page 58. 

What type of batteries does the 
Game Boy take? 

a. Car batteries. 


c. Assault and battery. 


(NMS) 60 











MORTAL KOMBAT 2 INT’L SOCCER DELUXE 

29.99 46.99 -£3 xs 

SUPER NES GAMES 

•=NEW GAME 


SUPER BOMBERMAN SUPER INT’L CRICKET 

17.99 34.99 


STREETFIGHTER TURBO .27.49 

STUNT RACE FX .27.99 

SUNSET RIDERS .24.99 

SUPER BOMBERMAN (4 PLAYER) ...17.99 


JOHN MADDEN NFL 93 12.99 

JOHN MADDEN NFL 95 29.99 

JUDGE DREDD .46.99 

AKIRA .39.99 JUNGLE BOOK .27.99 

ANIMANIACS .22.99 JUNGLE STRIKE .36.99 SUPER BOMBERMAN 2 .22.99 

ARCHER MACLEAN'S JURASSIC PARK 2 .27.99 SUPER BOMBERMAN 3 • .38.99 

SUPER DROPZONE .24.99 KICK OFF 3.41.99 SUPER INTERNATIONAL CRICKET ...34.99 

BARKLEY SHUT UP AND JAM! .29.99 KID KLOWN’S CRAZY CHASE .24.99 SUPER MARIO KART .33.99 

KILLER INSTINCT .50.99 SUPER METROID .41.99 

LEGEND .29.99 SUPER MORPH .19.99 


BATMAN FOREVER.47.99 

BEAVIS AND BUTTHEAD .37.99 

BIG SKY TROOPER .42.99 

BIKER MICE FROM MARS .26.99 

BRUTAL .39.< 

CANNON FODDER .27.< 

CHAOS ENGINE .14.99 

CHOPLIFTER 3 
CIRCUIT USA* 

CLAYFIGHTER 2 - JUDGEMENT CLAY 44.99 MORTAL KOMBAT 

CYBERNATOR .19.99 MORTAL KOMBAT 2 

DEMOLITION MAN .39.99 

DIRT RACER SFX .39.99 


LION KING .46.99 SUPER PUNCH OUT .25.99 


LORD OF THE RINGS .37.99 

LOST VIKINGS .19.99 


TEENAGE MUTANT HERO TURTLES - 
TOURNAMENT FIGHTERS .29.99 


MAN UNITED CHAMP SOCCER .36.99 T2 - THE ARCADE GAME .19.99 


MARIO ALL STARS .24.99 

19.99 MEGA MANX .33.99 

38.99 MICKEY MANIA .29.99 

19.99 

29.99 

MORTAL KOMBAT 3 47.99 

MR TUFF .40.99 


DONKEY KONG COUNTRY .50.99 NBA LIVE 96 .40.99 

DONKEY KONG COUNTRY 2 .49.99 NFL QUARTERBACK CLUB .51, 


THE ADV OF BATMAN AND ROBIN .. .48.49 
THE DEATH AND 

RETURN OF SUPERMAN .39.99 

THEME PARK .36.99 

THUNDER IN PARADISE .41.99 

TINY TOON ADVENTURES 

- BUSTER BUSTS LOOSE .19.99 

- WILD ‘N’ WACKY SPORTS .19.99 


DOOM .49.99 

EARTHWORM JIM .46.99 

EQUINOX .29.99 

FEVER PITCH .38.99 

FIFA INTERNATIONAL SOCCER 96 ...40.99 

FIFA SOCCER.34.99 

HEBEREKE'S POPOON .36.99 

HURRICANES .19.99 

ILLUSION OF TIME .26.99 


NHL ICE HOCKEY 96 
NHL PA 93 ICE HOCKEY , 

NINJA WARRIORS . 

PGA TOUR GOLF . 

PGA TOUR GOLF 96 ... 

PINBALL FANTASIES ... 

POP ‘N’ TWINBEE . 

POWERDRIVE 
PRIMAL RAGE 


. 40.99 TRUE LIES .43. 

..19.99 UNIRALLY .24.< 


.39.99 VORTEX 


..19.99 


.19.99 

.40.99 

.33.49 

.23.99 

.37.99 

..44.99 


INT’L SUPERSTAR SOCCER .39.99 RISE OF THE ROBOTS .39.99 


WARIO’S WOODS .26.99 

WARLOCK .47.99 

WATERWORLD .39.99 

WEAPON LORD .43.99 

WORLD LEAGUE BASKETBALL .9.99 

WORLD MASTERS GOLF.39.99 

WORMS .36.99 


INT’L SUPERSTAR SOCCER DELUXE • 46.99 
XS SOCCER DELUXE - DEDUCT E3 UNTIL NOV 21 


STREET RACER .34.99 ZELDA 3 - LINK TO THE PAST .27.49 

JELLY BOY .36.99 STREETFIGHTER 2 .39.99 ZOMBIES .19.99 


WHEN YOU JOIN; 



Buy any item at the 
same time as joining or 
renewing for one year 
and we’ll give you 

GUYYER 1 

Animated Action 
MANGA VIDEO 
(VHS tape, Rated 15) 

OR 

SUPERMODEL 
KELLY 

Top quality laminated 
MOUSE MAT 

ABSOLUTELY 

FREE 

Just state your choice as you order Overseas 
members add £2 carriage Existing member 
can renew early to take advantage of these 
offers. All offers subject to stock 

NEW from Manga 
STREET FIGHTER 2 
ANIMATED MOVIE 

rated 15 VHS tape 

£12.99 




UNIQUE NOKIA 14” 
COLOUR TELEVISION 

' GERMAN MADE 



SECRET OF MANA .28.99 X KALIBRE .29.99 

STAR TREK - STARFLEET ACADEMY 37.99 YOGI BEAR - CARTOON CAPERS ...29.99 


HEADPHONE 
SOCKET 
SCART INPUT 

NOKIA 14” SCAKT TV . 159.99 

NOKIA 14" NICAM TELETEXT TV . 214.99 

NICAm DIGITAL stereo 

INCLUDES NICAM DIGITAL STEREO AND 
ADJUSTABLE SOUND DEFLECTORS 
SCART LEAD - SNES TO TV 



SUPER NES DEALS 

(SUPER NES PACKS ARE SUPPLIED WITH ONE CONTROL PAD) 

SUPER NES WITH STARWING .79.99 

SUPER NES MARIO ALL STARS PACK 79.99 
SUPER NES WITH FIFA SOCCER 
AND MARIO ALL STARS .94.99 

MARIO ALL STARS FEATURES SUPER MARIO 1,2 AND 3 
PLUS LOST LEVELS GAME (ON ONE FOUR-GAME CARTRIDGE) 

SUPER NES WITH DONKEY KONG COUNTRY ...111.99 


HEAVY diswunis HUGE range 

10am to 8pm Daily 

01279 600204 

Fox 01279 726842 
(we ll fox bock to confirm) 

Regular Competitions 

Great Prixes to be Won 
See the Club Magoxine 


reserve.co 

Sfzeciai 
3ii'Lcau*i.i QluL 


•te. 


FAST POIVBY FOK SATUKN OK FUYCTAl 


npFASTM 


SEGA SATURN WITH 
DAYTONA USA 
AND ONE 
CONTROLLER 
SAVE £40 on RRP 
JUST £309.99 


SONY PLAYSTATION 
WITH PLAYABLE 
DEMO CD, ONE 
CONTROLLER AND 
FREE PROGRAMMABLE 
8 BUnON CONTROLLER £289.99 




NINnNDOPAD PHASE 9 ADAPTOR LIGHT GUN QSI90 JOTSTKK SUPEI ADVANTAGE SAITEK MEGAPAD A 


DUST COVER FOR SUPER NES . 
FIGHTER STICK SN JOYSTICK .. 
FREEWHEEL STEERING WHEEL 
LIGHT GUN (FOR PLAYER 2) 

PLUGS INTO GUN FOR PLAYER 1 ...17.99 

LOGIC 3 LOGIPAD .13.99 

LOGIC 3 SPEEDPAD SN .9.99 

LOGIC 3 SPRINT PAD .9.99 


. 3.99 NINTENDO CONTROL PAD 


.16.99 


PHASE 9 MULTI PLAYER ADAPTOR 

FOR SUPER NES 4-PLAYER GAMES . 


14.99 

QS190 MAVERICK 2B JOYSTICK ...12.99 
QUICKJOY SN PROGRAM JOYSTICK 19.99 

SAITEK MEGAPAD 6 .12.99 

SAITEK MEGAMASTER 1 JOYSTICK 14.99 
SUPER ADVANTAGE JOYSTICK 20.99 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN 

MEMBERSHIP FEES UK EC WORLD 

OM£ YEJUI £6.00 £0.00 £10.00 

Each issue includes £15 of new XS Savers. Members are under no obligation. 

All prices include VAT and carriage to MOST UK mainland addresses. 

Overseas orders must be paid by credit card 
Hardware items (battery or mains) are only supplied to the UK mainland 
Overseas surcharge £2.00 per software item or 25% on other items 

- HOOF 

(BLOCK CAPITALS please) 

Name & Address_ co 


Enter membership number (if applicable) or 

NEW MEMBERStOP FEE fANNUAL UKSUKft 


I item 


j item 


j Please use this box to add any optional fast delivery charge 

■ ■ 1st Class Post 50d oer oosted item or £3 hardware 


^ {all PRICES INCLUDE UK POSTAGE A VAT £ 

\ I Cheque/P.O./Access/Mastercard/SwitchA/isa - 


CREDIT CARD 
EXPIRY DATE _ 


SWITCH 
_(ISSUE NO_ 


Mail Order address. Cheques payable to: 

SPECIAL RESERVE 

P.O. BOX 847, HARLOW, ESSEX, CM2I 9PH 

Inevitably some games listed may not yet be available. Please phone to check availability. 

Prices may change without prior notification. Sent to press 24.10.95 E .& O.E. 

SAVE = Saving off full retail price. Inter-Mediates Ltd, The Waitings, Sawbridgeworth, Herts 


Higher scoring than 
‘Command & Conquer’ 


Raw 

a music mag. only better. 


Oasis, Cast, Supergrass, Blur, Chemicals, Garbage, Pulp 

OUT NOW 




































































































































































































Blimey, it's like Footy in the off) 

frenzy and we can't hoKt. Needless 
moves and tactics fronqMMro« honest < 
little bit... Honest! 


This is not very easy to pull off but looks 
great if successful. When going one-on- 
one with the keeper, rather than trying to 
take him on - which is far more difficult 
in ISS Deluxe - shoot and pull back in 
the opposite direction on the control pad. 
This changes the shot to a lob. Very 
handy, especially if the keeper comes a 
long way off his line, as shown below. 


WHArS THAT 
FOR REF? 

Players needs to watch out for the 
amount of bookings they receive in 
International Cup or World Series 
modes. Bookings carry over, so too 
many results in a match ban. Players 
can get round this problem by 
remembering the password, resetting 
the machine and retyping the pass¬ 
word. This cancels out all bookings. 


When playing from right to left there's a good opportunity to score by shooting from the 
wing, here's how: Attack the wing from the top of the screen about one Inch from the 
touchline keeping a finger on the Y button. When the player is close to goal press X to 
shoot. Don't change the control direction as this allows the ball to curl towards the near 
post. If the shot doesn't result in a goal then there's usually a rebound. This is performed 
best when using the Counter Attack tactic because the players follow up into the box. 

The best team to use this approach with is Romania. 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 



















When taking a corner, change the play¬ 
ers position so it looks like he is going to 
swing it out. Press A and start to swing 
the ball in towards the penalty spot. If 
the power is correct, players should find 
they have a free header which, if direct¬ 
ed well, should fizz past the keeper or at 
least force him to parry. 


Never go straight into the game. It is a 
good idea for the player to familiarise 
themselves with all the options. The 
default settings for the teams are not 
necessarily the best for that particular 
team. When selecting the corner taker, 
look for the player with the most skill and 
curl. For the penalty taker, look for the 
player with the greatest shot power and 
curl. 


HOT-SHOT 

The manual mentions a speed kick when taking a penalty 
kick but doesn't really explain how to do it. Try to time the 
pressing of the A or B buttons to the same time as the refer¬ 
ee blows his whistle. If this is achieved at the same time the 
speed kick should work. Be warned, if the timing is not accu 
rate the player may blast the ball over the bar and wide. 


i 


1 



1 


M 




■ 


■ 

K 


H 

















































GERMANY 

Germany have at least three strong forv/ards on the bench. It is 
better to have an attacking formation like 3-2-5 or 3-3-4 so the 
team's strength can show through. 


ITALY 

Substitute Pabrizio for Antonini or Graziano. Another player to 
drop is Coliuto and always try to use Zanga, subject to health. 
Once again the main man in the side is Galfano. Make sure he 
is selected as the penalty taker. 


BELGIUM 

Van Riet is still one of the best goalies in the game. He has a 
very big kick that can be launched deep into the opponent's 
half. Use him in conjunction with Koster by selecting a Middle 
Attack formation to get the best out of this team. 








BULGARIA 

This is a team noted for its balance and dribbling skills or at least 
in the midfield and forward positions. If it is at all possible, 
use Jetchev. 
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FRANCE 

Always try to use Seban and Levesque, but make sure they 
leave the garlic alone the night before. 
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SPEED MUM 
DR3H Him 
SHCnTQiSMvtM 
GURLSKILPMt 
BniBMCE 


SPEED 

DHS H 

SHCTTRIiRMiMH 
CURLSKIUmmi.i 
BflLFlUCE HHiroi 
tmmiGaQiMH.i 


SPEED 
DHSH iiMioi 
SHOlFDiERHMH 
CUPLSRIlLMMKtit 
BRLBMCE MiiMii 
liimilGBilQiiMMit 

JUMP •«••!<* 
DRIBBLE 
STRHIWfl iiMHi 


ROMANIA 

The Romanians formation is too tight. It is advisable to loosen 
up the team by spacing out their positions. Costan is their star 
player so make him the corner and penalty taker. 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 
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ARGENTINA 

Another team that is noted for it's balance and dribbling skills 
When playing as Argentina keep them on the move when in 
posession - very hard to tackle, you see. They use their hands 
too. Allegedly. 




GENERAL 

TACTICS 

Don't forget to check 
that the players' health is ' 
okay before making 
these changes. If the sub¬ 
stitutes health is poor, it is better to leave 
the team as it is. Another thing to 
remember is that the players' skills drop 
when they are played out of position. So 
be careful when making late substitutions 
because of players health. 

When reviewing players' skills, subs, for¬ 
mations and general tactics pay close 
attention to the default settings for attack 
participation. Generally speaking, those 
players who by default are attackers 
should not be substituted as they are the 
backbone of the team. 




lama. 






URUGUAY 

Overall, they are not a bad side but one thing that the player 
has to do is drop the keeper. He is absolutely diabolical, so sub 
him immediately with the reserve keeper - the team mascot - 
anyone's better, honest. 




■ENGLAND 


Not only is it essential to get the balance of players right but also 
the gamer needs to pick a formation that suits their style of play. 


3-5-2 

An offensive formation that allows the team to attack strongly from 
midfield and uses the wingers extremely well. 


4-4-2 

A defensive formation utilising a zone 
defence. This formation is best used 
against teams with strong attacking 
wingers. 


4-5-7 

A balanced formation that allows the 
player to take attacking chances but 
always keeps a strong defence. 


\ 4-2-4 

A fast moving attack for 
motion. 


raRHRTiaw 


4-3-3 

An offensive formation that 
gives the player the oppor¬ 
tunity to execute a variety of 
different attacks. 


5-3-2 

A defensive formation 
which stops players catching 
out a flat back four by util¬ 
ising a sweeper. 


SECOND HALF 

Although we're not going to give the cheat to you just yet, this is the World All-Star 
team. This gives everyone the chance to see which are the star players from all the 
teams as only the best have been chosen to represent the All Star team. Look out for this 
and other All-Star team cheats next month in part 2 of the Deluxe football guide. 
Anyway, tor now slip on your pads, lace up those mud-encrusted boots, get ISS Deluxe 
into your Super NES immediately and see for yourself that we know more than Jimmy 
Hill's beard about the world's bestest game that involves a round leather sphere. 
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4-5-1 


4—4—2 


4—3—3 


4—2—4 


3—5—2 


3—4—3 


3—3—4 
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3—2—5 


2—5—3 


2—4—4 
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5—4 — 1 


5-3 —2 
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Yes, it’s that time of year again. Time for the record 
company to open up the crypt of Ciiff Richard and 
get him to wobbie on about vicars and mistletoe, and 
time for families everywhere to get together and 
remember just how much they dislike one another. 
But, it’s also the time we give loads of goodies away 
in the name of all things soft and iovey. So, check out 
these compos below and rub your hands together 
with glee because it could be you who wins... 


GIVEAW 


COMP N<>.- 10 

' Z* -I, 

MmstER^nodVY'.MbyiE GWEAWAY1 


stuffed f of tuffey.and y^ur trappfell bJ^ween A^untie f lo^s-^urf^imy -i 
s'anditFje Qi^eenls speecjil,"escapeTb the|Stff£ distance (3*vide»-" j; 
watch cAie otTowr great )&n(|^||)rizes. Yes, ^ total festive one-n^§ carijbe 
cmswering OiSimpJe mjestioin pnd fillirv^ Jrr window ten of our advenJ|Calj- 
enderon-page 5o. •' J ' 

j ’ffut before thft brqin-^trpin, IpJ's talk horrdr-ald 9«i-fi? coyrteJ^ of T 
Warner Bros! we've-got five copies^of theh* latestipre'leas^s on sell-, 
thru. Oh yes,-tremble in fright eft,ex-seventies.co'p and-croone Af ■ 
Silv^^ JLady, David Soul, takes qn.vampirical hepvyweigh|s"iames 
Mason^ahcfttiat'bald , Master' fellah in Steohen’King'^exc^ant " 

-I Salem's Lot. I' 

^ And, just when you thought the're^cduld be onlypne, we got fiv^. Yes 
M indeedy, we've got fiye copies"of l^ighlander starring that pseudo 
■ Frenchman, Christopher L^mlDert, arid h'is AAcj^knestf himself, Jaun , 
H Connery. It'^ a ^^eaf movre a"nd is grJ^jligfitly^iftarned by^ sad." 
ff-i Queen soundtrack cfhcLthe^odd j;ock video qaftife|[a aFtgl^. jl 

That's not all though beoause we've' ols(? plunged^our hands ifto^he- 
ontinuum of time and space and d^covered cogies’ of thq| Out^i-imits 


SERIAL 


THE MAN WHO WAS NEVER BORN 


TERROR Vision 


COLLi.l rio^' 


Is Salem's Lot? 


a. A small market town just north of Nantwich famed^oi> its'i>nli]ue mei 

of maturing Cheshire cheese by wrapping It in gerbil flesh. i - : 

. . 1 . - 

b. An American town where a vampire bites the locals to bits. . ^ ^ 

c. A romantic tale of tempestuous love and sweat in an abatoir, 

by Babs Cortland. ' ^ 


STEPHEN 

KING 


COMP NO 


BACK TO LIFE BACK TO REALITY! 


I don't know, this Christmas things getting way out of control, once we get a bee in 
our crimbo NMS bonnets we don't let up. So, who fancies a trip to the Silicon 
Graphics Reality Centre then? Well we do. Just to check out all that fancy virtual real¬ 
ity stuff and state-of-the-art graphics at SG's two million pound research facility is 
enough, but because it's really secretive there you can pretend that your a spy or just 
a kid wagging school for a day, it's up to you. Unfortunately, the downside is that one 
of us will be there to accompany you. Not because we're frightened you'll wedge 
your egg butty into their SG Hal 9000 mega-brain workstation, but because we want 
to escape from ubertyrant MeVitski for a day. Anyway to win this unique visit into the 
realms of cyberspace just answer this question and write it in box eight. 


FULL LENGTH VERSION 


What is silicon? 


a. A rather stupid jailbird 


b. The base constituent of sand 


c. Pamela Anderson's best friend 









COMP NO. 9 

BEAM ME UP SCOTTY 


Okay, SO it's a crap title, but we bet that there's not one of V 

you out there that didn't immediately know what we were 
On about. That's right, a fat Scottish bloke who moans WF 

about engines and operates the Enterprise's lifts and who's 
motes are that funny they gave him the riotous nickname of 
1- Scotty. Well, we're on about Star Trek in general really because we've got loads of 
j Trekky type goodies to energise down to you if you can answer a pretty simple ques- 
tiorf.' ■ 

■ " HiddeirllT gun-transporter room we've got half a dozen genuine Tri-corders and com 
, Tnunicators,"ourtesy of Bandai, so you can energise yourself down to the planet sur- 
^facejPlu^,|Jourireal-life Enterprises to warp your way on a five year mission. All you 
!■ Iiave to-do^ scrafch.your head and ponder over the complexity of the question and 
i th^ writ^your answ^ in window nine of our festive advent calender. 

‘■ I" ^ " 

"What is the serial number of the starship Enterprise: 

m ■ I «■ ■ ■ • . 

. a: NCC - ^ 


b."089e-20-20»2(S 


%CClAm GAME ^ERT 

■ I . ^ ■ 

Beiing general good ^gs whg get in.tqje festiv^ seas^ri, our.mijtes at Acclaim 

llapateisome lovely Super NESTganaes to illaminate-your l^scpeensnan Chri| 
j^fn. AncTtitesg a/en't yc>yr nonridl rutJ-of-tl]e-rr^l youll find me iA-the ijifp 
"jeet ^ in a ^ad carb3o_tfale type^garges, ^ese are JbjjemiLura titles. To win oj^ 


*cbpie9-0t Batman T5orever<uid AAiIrtal KornbeC 3 justjanswer our super ea^yiquestion 
below and then turn to page 58 and neatly \^itayour[ahswer Iji bdx-i 1. Answer"^ 
^ptly rnihld yrvije'll coaie naund yer hous^'dnd cut yoLj^ hair with"a'Strrmmej;.\^“ . * 

^ . " "i"'* *"■" r"’ 

In Batman For^eir ^h<5 ploivs the lliddifer? waaiit . - 

■ ■ ■ ■■ ■ ■ .03 

a. Jim Carrey ^ ^ ^ - I 

'' ' ■ . ^ i 

b. John Le Carre „ / 


fTTTl^ 
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With the end of the year almost upon us and the next 
generation hardware hitting the shelves as we speak, it’s 
all too easy to overtook Game Boy. Fortunately, there are 
companies like Rare championing the lowly 8-bit 
machine. First they produced Donkey Kong Land 
and now a conversion of their brilliant Killer Instinct f 
Once again NMS have the EXCLUSIVE review. 



YOU^RE NOT GOING TO THE 
BALL CINDERS 


Unfortunately, due to the programmers wanti¬ 
ng to keep Killer Instinct as close to the origi¬ 
nal arcade game as possible, a couple of char- 
^ j ^ I acters had to depart. 

Both Cinder and 
Riptor have been exe- 
r * cuted In the name of 

i conversion, but the 

t " upside to this is that 

I 1 ; ” Ii the game has every 

iJbr ^ move, fatality etc from 

^ the arcades and the 

Super NES version. 

p ^ Can't be bad. 


Even people who aren't interested in video games can't help 
but know of Killer Instinct. There's been so much hype ever 
since the arcade machine was unveiled last autumn that you'd 
have to have been on Mars to not notice it. The Super NES ver¬ 
sion has just arrived on the streets and the Game Boy version is 
to be released in time for Christmas. Once again, programmers 
Rare have brought a fully-rendered game to the Game Boy to 
follow in the foot¬ 
steps of Donkey ^ 

Kong Land. With ... W 

titles like these, ' a. 

there is still plenty I ^ 

of life left in the « ^ HH 

Game Boy as this 

review proves. I ^ 

Fight on! ' ' . . 


CART SPEC 

• BY: NINTENDO 

• PRICE: £24.99 

• RELEASE: DECEMBER 

• GAME TYPE: BEAT-TM-UP 

• CART SIZE: 4 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1-2 

• HEAD TO HEAD: Option link-up 

• BATTERY BACKUP: No 

• CONTINUES: Yes 

• OPTIONS: Difficulty 


GAME INFO 

• GAME ORIGIN: Conversion 
of the arcade and Super NES 
version. 

• GAME DIFFICULTY: Various 

• SCORE TO BEAT: Complete 
on easy with Thunder 

• ALTERNATIVES: Mortal 
Kombat II 


SUPER GAME BOY 

• ADDITIONAL FEATURES: 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSE: Very good 


Punch 


5 ) Start: Starts/pauses 


Select: No function 


GAME CREDITS 

• DEVELOPED BY: RARE 

• DISTRIBUTED BY: NINTENDO 

• MADE IN: UK 

• ARTWORK: c NINTENDO 














































Now that Street 
Fighter seems 
to have been 
dropped from 
the Game Boy's 
release sched- 
ule, it looks like 
g SS^ Killer Instinct 

has a pretty 
open run at this 
vastly undercrowded market. 

Good job that it's a great little 
game then, isn't it. In short, Killer 
Instinct on the Game Boy is a 
marvel. That there's so much in it 
is further proof - as if it were 
needed - of Rare's programming 
genius. Needless to say, it plays 
very well too, although a little 
practice will have to be exercised 
in order to get used to the two- 
button control method. This is a 
very small inconvenience, though, 
and one that shouldn't stand 
between you and owning a copy 
of this game at the earliest possi¬ 
ble opportunity. 




Guess who's wearing Hi-Karafe this 


Christmas. 


For those players who feel they have not got 
what it takes to enter into the tournament 
straight away, Kl has a useful Practice mode. 
This allows the player to go through all the 
moves and work on combos on a totally pas¬ 
sive opponent. Useful, but not much fun. 
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CU3ABf?eMUi-lF 


1 PUNCH POWER 


1 The Game Boy version cleverly gets round the 1 
1 problem of only having a single punch and kick I 
1 button as opposed to the six buttons players 1 

1 are more used to. Depending on how long the H 

1 buttons are pressed down determines whether | 
1 the move is weak, medium or fierce. If the 1 

opponent wants to perform a weak move they I 
tap the button and hold it down for a fierce I 

move. Easy eh. 
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Not being content with ripping an opponent's 
head off or totally destroying them with an 
unfeasibly large combo, Kl also offers a 
Humiliation move. As the opponent is standing 
at the player's mercy, there's the option to 
make them dance for you. This move is worth 
using occasionally, but is for sheer novelty 
value only - why pass up r- ji 
on the opportunity to 
devour an opponent? ^4 


All the characters have their own special moves. These 
moves are more effective than using ordinary punches 
and kicks. The moves are made up of charges and rolls. 
Charge moves involve the player holding back on the 
joypad for a couple of seconds before pressing in the 
opposite direction with either the punch or kick. Combo 
and Riptor are particularly adept in this department. Roll 

moves usually fire a 
projectile of some 
I or see players 

i an on 

Jago 


By using the control pad in conjunction with the 
A and B buttons, the player can put together a 
series of moves known as Combos. The combos 
are normally made up of special moves. For 
those not content with standard combos, when 
the opponent's second energy bar is almost 
depleted it starts to flash, indicating that an 
Ultra Combo can be performed. An Ultra is 
made up of a standard combo that incorporates 
a finishing move. If performed correctly, the 
character fires into a twenty-plus hit combo that 
the player can sit back and enjoy. 


(ABOVE) Ooh, it's just like that bit in Jason and the 
Argonauts where the skellies pop up from the ground. 
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STRATEGY 


ACTION 


CHALLENGE 


HOUR 


w/7/#iiu\\\>N! 


WEEK 


MONTH 


YEAR 


Creating a 
beat-'em-up for 
the Game Boy 
is never easy, 
especially if it's 
converted from 
the arcades or 
Super NES. The 
|f characters obvi¬ 
ously do not 
look as good but the main thing 
is how it plays. Kl on Game Boy 
matches up very well to the other 
versions and the gameplay can¬ 
not be faulted in any way. The 
speed is good and the screen 
doesn't blur too much whilst 
pulling off a combo. It's unfortu¬ 
nate that two of the characters 
had to be removed but it's a 
small price to pay for keeping 
everything else in the game. Kl 
should be on all kids' Christmas 
lists, just don't tell Santa about 
the blood and guts. 


SHADOW BOX 

Once a player has performed a 

Combo Breaker a small asterisk __ 

appears by their name. This lULUJUU 
signals they can nov/ perform a 
Shadow Move. A Shadow Move is one of the 
players special moves that ,when used in con¬ 
junction with a combo, dishes out several more 
blows than usual for good measure. It can only 
be used once, however every time a Combo 
Breaker is performed, the shadow move can 
be reactivated. 


T Backgrounds are a little basic. 


SOUND 


A As good as anything 
else on Game Boy. 

T Which doesn't really 
say that much, actually. No 
speech, of course. 


PLAYABILITY 


LASTABILITY 


Stocking. Game 

Boy beat-'em-up fans have simply 
got to own it. 


A Great feel and easy to 
get to grips with. Loads 
better than you probably 
think it's going to be. 
Honest! 


A Still has nine characters 
to play and master. It can 
also be game-linked on 
Game Boy and it's no 
problem at all for the 
Super Game Boy either. 


OVERALL 


Nintendo has 
again pulled a 
winner out of its 
Christmas 


Once players start getting to grips with com¬ 
bos, there's one thing they have to watch out 
for - the Combo Breaker. This can be per¬ 
formed by any player on the receiving end of a 
combo. Every character has one Combo 
Breaker - normally one of their special moves. 

! The breaker allows momentum to be switched 
■ from player to player. Killer Instinct really does 
come into its own when played by two players 
i who have got to grips with the combos and 
.combo-breakers. 


t 






BREAKDOWN 


ORIGINALITY 


LONG-TERM INTEREST 


GRAPHICS 


A Good sized sprites and 
incredibly realistic charac¬ 
ters. Nice borders for the 
Super Game Boy. 




































































CART SPEC 

• BY: OCEAN 

• PRICE: TBA 

• RELEASE: NOVEMBER 

• GAME TYPE: FOOTBALL SIM 
m CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1-6 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: Yes 

• CONTINUES: N/A 

• OPTIONS: Seen more 


GAME INfO 

• GAME ORIGIN: Well it’s 
football isn't it? 

• GAME DIFFICULTY: Average 

• SCORE TO BEAT: Win 
Tournament with England 

• ALTERNATIVES: ISS, 

ISS Deluxe and FIFA 96 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Average 

(X) M 


Control nearest player 


O' 


Shoot/ slide 


: No Function 
f; No Function 


Start: Pause 
Select: No function 


GAME CREDITS 

• DEVELOPED BY: NAMCO 

• DISTRIBUTED BY: OCEAN 

• MADE IN: UK 

• ARTWORK: c OCEAN 
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When the Super NES first came out, it was screaming for 
a decent foothail game. Now we seem to have so many 
that it is going to take something speciai to get some 
recognition. Ocean don’t seem daunted in the siightest 
as they get their tracksuit bottoms off, tie their bootiaces 
and reiease 90 minutes European Prime Goai in time for 
Christmas. 




D 


90 Minutes European Prime Goal used to be called Prime Goal 3 
before changing the name because the earlier versions were not 
released in this country. The game features 14 top European 
nations and includes Wales just to prove that the programmers 
have a sense of humour. 
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0('-TREMELYL0NGBAll 

To help the player get their 
timing for heading and over¬ 
head kicks, every time the ball 
is played long, an 'X' appears 
on the pitch. This tells the 
player exactly where the ball 
is going to land so they can 
get into the right position. 
Maybe someone should put 
an 'X' in front of the goal at 
Tottenham to help Chris 
Armstrong find the target. 
What's the point, he needs 
. more help than that! 


MORE GAMEPLAY OPTIONS 
THAN MAN CITY HAVE POINTS 

There are a host of gameplay modes from which to choose. There are 
the standard one or two player single matches, but also included are 
four others. There's the League Championship with the player partici¬ 
pating in 26 matches and hopefully lifting the title. There is also a 
Cup Championship which is a knockout tournament and Tournament 
mode which allows up to six players to slug it out for supremacy. 









































































For the lazy gamer who only wants to control the 
best players, there's the option of the All-Star 
game. This allows the player to select either 
group 1 or 2 and pick the best players from the 
teams for each position. Both groups are made 
up of seven teams each. The computer auto¬ 
matically selects the players but the gamer ) 
doesn't have to use the players chosen and J 
can select their own. Just try and do a better 9 
job of selecting players than Terry Venables. 


(ABOVE) 
Vorchsprung 
durch Gaol-pie! 


Whenever there's a 50-fifty ball, the match screen changes and is 

replaced with a close-up of the attacker and defender. Both players 

select a direction with the defender needing to guess the same direc 

tion to win the ball. If he guesses wrong he's made 

to look pretty stupid as the winger flies past him. The 

only other alternative is to get Julian Dicks into the P 

side because as we all know, he is the best dirty left- 

back in the country. pr 


iiiiiiu 




If there's one part of the game that's superb, it's 
the fluency in which the players can pass their 
way up the field. Whether they're playing a quick 
one-two or sprinting up the sideline, play flows at 
a frantic rate. The pace in which a team can get 
the ball from defence and hit the opponents on 
the break is as good as in any other football 
game on the 
Super NES. 


it's never going 
to be easy to 
release a foot- 
ball game now 
that we have a 
couple of 
decent 

BHHIKJB or due to hit 

the streets and I 

SHAUN think Ocean 

are victims of this. Ocean's latest 
effort isn't a bad game, in fact it's 
quite good but that doesn't cut it 
The passing is excel- 


any more, 
lent but the game against the 
computer is ruined by it always 
chipping the ball up in the air 
and heading past the keeper 
Instead of shooting like every¬ 
body else would. For a football 
game to succeed it has to be 
realistic and although this is fun 
to play, it's not for serious 
football fans. 


(ABOVE) The 
hunt for Man 
City's hope of 
staying up 
continues... 


SrffATEGV 


ACTION 


CHALLENGE 


ORIGINALITY 


HOUR 


WEEK 


MONTH 


YEAR 


GRAPHICS 


A Nice sized sprites and 
smooth flowing graphics 


SOUND 


A Good atmospheric 
chanting that increases as 
the action hots up. 


tIfAN PRIME GOAL 


▼ Music is sad and speech 
a little muffled. 


moves. 


T Response can some¬ 
times be a little slow when 
closed down. 


LASTABILITY 


A lEnough tournaments 
to select and training 
mode is a novelty. 


OVERALL 


It's pretty good 
but not for the 
serious football 
supporter. 
Tottenham fans 
will love it. 
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spicm com! 


Hey, wanna get your greedy mils on some of the best 
tele-visual equipment in the high street worth over 
£1500? Well, enter this great competition in collabora¬ 
tion with Dixons and Konami this instant! 

Konami are one of the leading software developers and publishers 
with more than 25 years experience in the leisure industry. In that 
time they've produced some of the best selling games and not for¬ 
getting the weird and wonderful Parodius and Mystical Ninja. 
Recently, they've con¬ 



centrated their efforts 
on producing a new 

KONAMI 



TO WIN WITH 
AND DIXONS! 


series of sports games which kicked-off with the outstanding 
International Superstar Soccer. Upcoming titles include NBA Give 'n 
Go (Super NES), NBA In the Zone (PlayStation), NFL Football 
(PlayStation) and MLBPA 3D Baseball (PlayStation), 
to celebrate the release on November 3rd of the sure fire hit 
International Superstar Soccer Deluxe on Super NES, Konami have 
teamed up with Dixon's to offer a fantastic feast of prizes. 

This superb soccer game is the sequel to the stunning International 
Superstar Soccer. Both the original and the sequel received NMS's 
Seal of Quality. No other soccer game comes close to offering the 
same level of detail and sheer arcade playability as ISS Deluxe. And 
what better place to buy it than Dixons, with over 350 high street 
stores nationwide, has to be your first choice for games software 
this Christmas. They stock a huge software range across all formats 
with prices starting from just £9.99 and sometimes even LOWER!! 
Dixons is the place to shop for all your new releases and superb 
value deals. 


HOW TO ENTER 

1. Pop into any participating branch of Dixons. 

2 . When you purchase a copy of International Superstar Soccer Deluxe 
ask the extremely nice person behind the counter to give you a copy 
of the entry form. 

3. Get your form stamped when you buy this game. 

4 Answer the questions and complete the Tie Breaker. 

5. Send the completed form to: 


WIN! WIN! WIN! 

FIRST PRIZE 

A Sony 25" Dolby Pro Logic Surround Sound TV, Sony Nicam 
Stereo Video Recorder with VideoPlus, Matsui RD600 Satellite 
Receiver and Dish, plus Subscription to both Movie Channels and 
SKY Sports for one year. 

SECOND PRIZES 

20 International Superstar Soccer Deluxe Sports Bags. 

THIRD PRIZES 

5 International Superstar Soccer Deluxe Sweatshirts (available in 
large size only). 

RUNNER'S UP 

50 International Superstar Soccer Deluxe footballs. 

QUESTIONS 

1. How many teams are available for a player to select in 
International Superstar Soccer Deluxe? 

2. What is the name of the No. 10 player in the Italian 
team in International Superstar Soccer Deluxe? 

3. How many people can compete in the Short Tournament 
mode featured in International Superstar Soccer Deluxe? 

4. How many stores do Dixons operate in the UK (to the 
nearest ten)? 

5. What formation do the England team normally play in 
International Superstar Soccer Deluxe? 

Tie Breaker (to be completed in no more than 20 words): 

Konami make the best video games because:. 


ISS Deluxe (Dixons) Competition 
Konami (U.K.) Ltd. 

Konami House 

54A Cowley Mill Road 

Uxbridge 

Middlesex UBS 2QE 



(MmS) 74 




Rules: 

1. Employees of EAAAP Images, DGS Retail Ltd. and 
Konami (U.K.) Ltd., their families and associates, are not 
eligible to enter this competition. 

2. No cash equivalent to the prize is available. 

3. No entries received after the closing date (31st 
January 1996) will be accepted. 

4. Entry is only valid on an original entry coupon which 
must be stamped by your local Dixon's branch. 

5. No correspondence will be entered into be employees 
of EMAP Images, DSG Retail Ltd. or Konami (U.K.) Ltd. in 
all matters relating to the competition. 

6. U.K. applications only. 

7. The winners will be the entrants who correctly answer 
the questions and complete the tie-breaker in the most 
original way. 

8. Actual make and model of prizes are subject to avail¬ 
ability. However, any alternative prize offered will be of 
equal value to the products shown here. 

9. Connection to SKY satellite service subject to relevant 
laws and regulations. 

10. The Judge's decision is final. 

11. Winners will be notified by post by 24th February 
1996. A list of winners will be available from the compe¬ 
tition address after the 24th February 1996. 
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We know it's Christmas and supposed to 
be the season of good will and all that type 
of malarchy, but we're getting a bit 
cheesed off with repeating all that stuff about putting 
j )ur answer in thingummy window and making sure you 
enclose your full name and address and all that stuff. Ah 
well, one more time just for the road. In one-ah... a lux¬ 
ury toaster, in two-ah... cure those lonely nights with 
' ome champagne brandy, and Bully's special prize... 


HIILES OF FILES 


MANG-TASTIC! 


"a 

V 
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You know, by the time this mag gets to you we wouldn't be sur¬ 
prised if this page had completely disappeared and was now in the 
hands of some mad aliens or else has been zapped into some alter¬ 
native universe where it exists as a bacon and egg roll. But you 
v ant to know the paradox? If the page isn't here, how can you read 
it? So if you've got a bacon and egg roll in front of you now, then 
you're in the wrong dimension! 

Anyway, all this inter-dimersion gobbledygook is down to the 
release of the X-Files comics. Now you can follow the adventures of 
the world's leading para-normal 
FBI agents, Scully and Mulder, in 
comic form. Gasp as 'Fox' Mulder 
discovers alien hordes have 
taken over a chain of newsagents 
and dribble as Scully is forced to 
go undercover and get a paper- 
round. Or conversely, pop to a 
^ ^ore reputable newstore and 
pick up a copy. They're out in 
November and cost £9.99. 


'Tis the season to be merry, so 
we thought we'd take a peek 
into the animated and wacky 
world of Manga. This month's 
sacrificial offering is Patlabor 
which is the animated version of 
one of Japan's best-selling 
comic-books. 

It all starts in 1999, there's not a sign of Martin Landau and the 
Moon has disappeared in a Gerry Anderson type way. Back in 
Tokyo crime's at an all-time high. So, the Police introduce big metal 
tooled-up robots called Labors to help scare the good residents of 
Tokyo and also put muggers off a bit. 

Anyway, a murder triggers off a series of events which could signal 
the downfall of Tokyo, so two cops are sent to investigate. Wei I, 
before we ruin the plot any further we'll just say that the double¬ 
pack featuring Patlabor One and Two is in your shops about now 
and cost a groat under £20 of your English currency. 


But in the usual NMS stylee we've got five X-Files 
comics and five Patlabor double-packs to throw in 
your general direction if you can answer the fol¬ 
lowing question. Hey, but when you've thought it 
out just remember to turn to page 58 and ensure 
you enter your answer in window 13. 


What is Mulder's nick-name? 


b. 'Fox' 
c. 'Stoaty' 


a. 'Bunny' 
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CART SPEC 

• BY: ACCLAIM 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: AMBUCANfOOnE 

• CART SIZE: 2^ MEG 


Acclaim came very close to finally removing Madden 
from the top of the American Football stakes with 
Quarterback Club, Now they try again as they release 
the second instalment as NFL Quarterback Club 96 
arrives in time for Christmas,With the Quarterback 
challenge being dropped is still enough in this, to 
knock Madden off the top of the Christmas tree? LeVs 
put on our shoulder pads and find out 

American Football isn't half as complicated as many people think. 
Okay, there are a few rules that throw people, but the basic princi¬ 
ples are quite simple for us Brits to understand. American Football 
seems to have peaked in the UK. At one stage it looked like it was 
going to be huge but as soon as it peaked, the hype surrounding it 
dropped. Still there must be enough people interested otherwise 
all these games wouldn't come out, would they? 


BUCCANEERS 
CALL IT IN THE AIR 


GAME FEATURES 

• NO. OF PLAYERS: 1-5 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: Yes 

• CONTINUES: No 

• OPTIONS: Too many to mention 


GAME INFO 

• GAME ORIGIN: Game 
played by small men with big 
pads and odd shaped balls. 

• GAME DIFFICULTY: Variable 

• SCORE TO BEAT: Win the 
Superbowl with Miami 

• ALTERNATIVES: Madden 96 
and NFL Quarterback Club 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Very good 

Das/j 

Show receivers/Pass 


PlAV BALL 

Quarterback Club has a host of __ i _ 

gameplay options from which to 

choose. The first is Pre-season _ 5 

mode. This allows the player to 5 

compete in a competitive match - 

without having to play for a tro¬ 
phy. In Pre-season mode the players can select 
the teams they want to control. On all the 
gameplay options there's a Quick Match where 
the computer randomly selects two teams and 
goes straight into the coin toss. Before entering 
into the match a screen appears showing the 
two teams strengths and weaknesses. 


DELAY OF GAME 
«13 DAN MARINO 
OFFENSE 


Snap/Pass 


L : Select player 
ipf R: Select player 

Start: Starts/pauses 
Select: No function 


GAME CREDITS 

• DEVELOPED BY: IGUANA 

• DISTRIBUTED BY: ACCLAIM 

• MADE IN: USA 

• ARTWORK: c ACCLAIM 


Support a rubbish team like 
the New England Patriots and 
no matter how hard you try, 
you cannot bring yourself to 
pick a decent team. 
Quarterback Club 96 gives 
the player in the situation an 
option. In Pre-season mode, 
once the player has selected 
the team they want to con¬ 
trol, there is an option to 
select which quarterback the 
player wants at the helm. So 
now even a crap team like 
New England can have a 
decent quarterback like John 
Elway or Steve Young in con¬ 
trol of their offense. 
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THE KICK IS GOOD^ 
A 21 YARD ATTEMPT 


PRO SET, 41 SUNT ON ONE 
REAOV RREK... ERR, RREAK 

Once into the game there are a variety of formations and plays 
from which to choose. All the formations differ slightly and serve 
a different purpose. Formations like Shotgun and Pro-Set are 
pre-dominantly passing formations with Power I and Double 
Tight End being more for running plays. Once a formation has 
been selected, the player has to decide whether they want to go 
short, medium or long. The plays vary depending on the yardage 
the player hopes to achieve. If the player throws long too many 
times the computer catches on and puts players deep ready to 
pick off the pass. Once the distance has been decided, the player 
can select the play they wish to execute. 


FUMBLE* 
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RAniE FOR TRE ROWL, ' 
SqUARRlE FOR TRE SINK? 

As with most sports games, there are also 
Season and Play-off modes. Season allows the 
player to pick their team and compete through 
16 regular season games. At the end of the 
season, the player has hopefully won enough 
games to win the division and qualify for the 
play-offs automatically or pick up a wild card 
place into the playoffs. There's also a rather 
strange option that allows the player to com¬ 
pete in any year from 1996 onwards. As usual 
Play-off mode allows the player to enter 
straight into the knockout stage without having 
to go through the season first. 


BUCCANEERS RECOVER* 


When 

Quarterback 
Club first came 
out it was the 
first American 
Football game 
to rival the 
Madden series. 
And, although it 
didn't quite 
come up to scratch, it did offer 
some serious competition. 
Quarterback Club 96 finally deliv¬ 
ers something that beats it. The 
gameplay is incredibly smooth 
and realistic. The Simulation 
mode offers a great challenge for 
players that do not want to play 
an entire match but want some 
serious competition. Practice 
mode is okay, but who's really 
going to use it. As far as the 
Super NES is concerned, Madden 
has finally been beaten. The king 
is dead, long live the king! 






















When the original Quarterback Club first came out, most of the 
talk was about the Quarterback Challenge. This has now been 
dropped and that's not necessarily a bad thing. The challenge 
was a bit of a laugh but very limited in what it could do. In the 
96 version its been replaced with a Practice mode giving the 
player the chance to sharpen up their offense and defence skills, 
There is a practice session for every position concentrating on 
offense, defence and special teams. The player can practice 
throwing and blocking, man-to-man marking and also improve 
their punting and field goal techniques. 


STRATEGY 


ACTION 


CHALLENGE 


REFLEXES 


ORIGINALITY 


LONG-TERM INTEREST 


HOUR 


WEEK 


Once the player has started 
to master the basics of 
Quarterback Club, they may 
want to put their skills to the 
test by trying Simulation 
mode. There are 50 game 
scenarios some of which are 
historic game endings from 
matches over the past sea¬ 
sons and others that have 
been created for the game. It 
starts off with the scores tied 
and the game going into 
overtime, but soon the player 
finds they're down by 10 
points with less than five min¬ 
utes remaining. 


MONTH 


YEAR 


5 ToucHaauN» 

PASS TG PATRIOTS ^82 
VINCENT BRISBY FOR A 
15 YARD GAIN 


GRAPHICS 


A Very realistic players 
And great detail put into 
presentation. 


SOUND 


At any point in the game the 
player can pause the game 
and look at the team and 
individual player stats. These 
show such interesting titbits 
as how many times a player 
has thrown, run or caught the 
ball and the yardage they 
have made. At the end of the 
drive there's a drive summary 
that lists every play on that 
particular drive and the 
yardage gained or lost on 
each play. 


A Great use of speech and 
good sound effects as 
players collide. 


A Incredibly smooth and 
controls are easy to get to 
grips with. 


LASTABILITY 


ASeason mode and 
Simulation guarantees to 
increase the longevity. Not 
forgetting the five player 
option. 


▼ Losing the Quarterback Challenge is a 
shame. 


For those players that own a 
multi-tap there's the option 
for up to five players to play 
simultaneously. When on 
offense the players tend to 
choose which one is going to 
be the quarterback and the 
other selects either the run¬ 
ning back or the wide receiv¬ 
er. When on defence, the 
players can take control of 
whoever they like but it's 
much better to control either 
a middle linebacker or safety. 


OVERALL 


In my opinion 

Madden has final- H 

ly been beaten. 

This is the most 
comprehensive 

American Football game yet. Time 
for Madden American Football fans 
to convert to the path of righteous¬ 
ness. 
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AND CINEMAS NATIONWIDE 


FOR DETAILS 







REVIEW 


COMMENT 


GRAPHICS 

♦ Cute and bright...yet strangely dirty looking. 

SOUND 

4 Bouncy tune and cuddly sound effects give the game a 
cheerful feel. As always it soon becomes annoying. 

PLAYABILITY 

♦ Very easy to start with, but toughens up soon after. 

LASTABILITY 

^ The two player game is good and ensures maximum 
life. The single player game's fine too. 

OVERALL 

Not a breakthrough in puzzle gaming technology 
at ail, but great fun all the same. 


81 


THE STONE ROSES 

There is also a two player split-screen game in 
which the players compete to remove the charac¬ 
ters on the screen first or survive before the other 
player fills up their screen. Once the player has 
mastered the basics of the game, they can start to 
put together combos. If a player can set off a 
combo by making one line and setting off a chain 
reaction as the others drop, it sends stones over 
to the opponent causing havoc for them. 


RATINGS 


I BY SUNSOFT 


m 


Hebereke Popoitto is a Tetris-like puzzle game. 
Two connected coloured stones fall from top of 
the screen. Lining up four of the same colour 
stones either horizontally or vertically causes 
them to disappear. Each level is partially built up 
at the start and several of the stones flash. The 
object is to incorporate these flashing stones as 
part of a line. The level is complete whenever all 
these stones are cleared. An easy enough task 
were it not for the fact that the stones have an 
annoying habit of moving around the screen. 


To help the player, occasionally a flashing stone 
drops down with one of the colours. The stone turns 
into a plain block when other stones are placed on 
or laid next to it. For example. If three yellow stones 
where dropped onto it, it would change to yellow 
and remove the line. See what I mean - less compli- - 
cated than the original. 


• PRICE £39.99 

• RELEASE: NOVEMBER 

• GAME TYPE PUZZLE 

• CART SIZE: 8 MEG 


THE ROLLIN’ STONES 


STONE 
TEMPLE PILOTS 


Those crazy Japanese, eh! They're con¬ 
stantly working on new, weird and wonder- 
fui puzzie games aii of which appear to 
have the soie aim of perpiexing us Western 
gamerSp You aii remember Hebereke Popoon 
- great fun to play, but did any of you ready have a due 
what was going on? Tell the truth now. Anyway, 
Hebereke and co are back in another brain-damaging 
puzzler, Hebereke Popoitto. Oh dear. 


The only advice that could be given about the first Hebereke game 
was, do not, under any circumstances, try and understand it. Yet, 
despite the total lack of comprehension, Popoon was a classic 
game. Luckily Hebereke Popoitto seems to be a little easier to 
understand but is still crazy enough to confuse the living daylights 
out of even the most Intelligent gamers out there. So if the follow¬ 
ing review fails to make sense, don't blame me. 


Two different 
style of Tetris 
gome in one 
issue on two 
consoles. Both 
are very differ¬ 
ent in their 
own right but it 
does go to 
show that if it's 
done correctly, there is a market 
for them. Hebereke's Popoitto is 
a great game and with the char¬ 
acters moving at the bottom of 
the screen, the basic gameplay 
is given a fresh new twist. For 
one-player mode, the game 
could have used a puzzle mode 
like most others but that's a 
small complaint. That said, the 
two player mode is great fun 
and a game worth looking at 
this Christmas. 
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- You'll also find £5 off PC CD-ROM 

software vouchers in the December issues 
of Sega Saturn Magazine, Playstation Plus, PC Review, 
^ CVG, Maximum and the January issue of Mean Machines. 
The more magazines you huy, the more discounts you can get! 



YOU'D BE SILLY NOT TO! 

PLUS GREAT DEALS ON SATURN AND PLAYSTATION SOFTWARE AT JOHN MENZIES COMPUTER DEPARTMENTS 










You can tell Christmas is coming. How so? It's not by the 
fact that Woolworth's shelves are dripping in tacky tin- 
sel, nor is it because of the donkey-jacketed workmen 
installing faded facsimiles of Santa at the tops of lamp- 
posts all over the country. Indeed no. You can tell 
Christmas is coming because of the glut of really quite 
smart Super NES games warming up for a yule release. 
And here is Just such a contender, Earthworm Jim 2. 
Bigger, better, badder and more bizarre than ever... 


The Entertainment who are responsible for Jim 2 have 

been wise enough to realise that a ridiculous storyline is not neces¬ 
sary for a great game. So they haven't bothered trying to invent 
one! All we need to know is that Jim's girlfriend has been kid¬ 
napped and Jim must rescue her. Aside from anything else, there's 
no storyline on Earth that could sufficiently explain the twisted 
goings on within the game. Lordy knows we can't. So sit 

, back, buckle up and ' * 

' ^ : Hold onto your^w^Mvarig^iiiBI 


CART SPEC 

• BY: SHINY 
m PRICE: TBA 

• RELEASE: DECEMBER 

• GAME TYPE: PLATFORM 

• CART SIZE: 2l^ MEG 


going to be a 
bumpy one... 


GAME FEATURES 

• NO. OF PLAYERS: 7 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 
m CONTINUES: Password 

• OPTIONS: Difficulty, sound 


GAME INFO 

• GAME ORIGIN: Sequel to 
last year's hit, Earthworm Jim. 
And a very fine game it was too. 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: Reach See 
Jim Run 

m ALTERNATIVES: Earthworm 
Jim 1, any Mario game, DKC. 
Platform games in general. 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Groovy! 

(X) Nothing 


j Head whip 


Jump/ snott swing 


Shoot/ snott 


L: Nothing 
R: Nothing 




Start: Pause 
Select: Nothing 


GAME CREDITS 

• DEVELOPED BY: SHINY 

• DISTRIBUTED BY: VIRGIN 

• MADE IN: USA 

• ARTWORK: c SHINY 







KNAT S PXIfIC AKD DAlfGCROUd^ ^ 

Jim starts most lp<el§jA«th his standard, rap^firing blaster. ^ 
It's a decent sidearm and more than powerful enough to see ^ 
off most smallen^emies. The bigger foes might require 
something with a more power, though. To this end the 
game has, scattereo^'^bout the levels, a large range of pow- | j 
erful but, well, quite stJpi^ weaponry to collect. Jim's stan- v 
dard blaster can be upgraded to a three-way firing one that 
really eats^p the ammo as well as the enemy. Then there's 
the one that^fires little houses that home in on their target - 
homing missiles, geddit? The most powerful of all, though, is 
the one that resembles what might best be described as a 
''brick out-house". This takes a second or two to power up, but the 
results'll floor you... 


pvppV poivcr 

In Jim 1, after every couple of levels, the player was entered, 
totally against their will, I might add, into a race down a sort of 
cyber-tube against the nefarious Psycrow. Andy Asteroids was the 
name of these levels, as I recall. Well, the good (or bad) news is 
that Psycrow is back in a series of 'twixt level sub-games called 
Puppy Love. Now you sensitive, animal-loving types out there 
may want to look up the RSPCAs number, for this sub-game 
involves Psycrow hurling cute and cuddly puppies out of the win¬ 
dows of his rundown shack. The player's task is to control Jim 
who is holding what looks like a large marshmallow and attempt 
to bounce the young hounds to the safety of Pete Puppy who 
awaits anxiously on the other side of the screen. If, perchance, 
Jim should let four or more puppies splatter to an untimely 
death, well, let's just say that Pete doesn't take it too well... 
























CHAIRiyAV TO HEAirCK 

To say that Earthworm Jim is awash in humourous touches 
is a very large understatement indeed. Nary a frame of 
animation goes by without some smirk-worthy occasion or 
other arising. One of the most amusing moments, howev¬ 
er, has got to be the sub-game where Jim has to make his 
way up several flights of stairs via a chairlift, which he can 
speed up or slow down by pulling on a lever. This would be 
a simple task was it not for the cantankerous old ladies 
falling from the ceiling. Should any of these biddies land 
on Jim it's a swift ride back to the ground floor whilst being 
clubbecLvidoysy about the head with their umbrella. I tell 
you, some otthese old 'uns don't know their strength. 


(BELOW) Jim he's rock-hard 

by enterin^flle^adiafors. Just check 
him ouU/nhis mefal sphere squash- 
ingj/0olf's stupid long-haired face! 


^xR 




XT S A DIRTV rOB 

Aside from humour, the factor that separates 
Jim from most other platform games is the 
amount of originality. It most definitely was not 
'just another' platform game. Amazingly Jim 2 
has managed to better the original in many 
ways. Take level two, Lorenzen's Soil, for 
instance. Jim is faced with the task of negotiat¬ 
ing his way out of a platform-infested section 
that is patrolled by weird baby-carrying bugs. 
Nothing unusual about that, you might think, 
until you realise that the level is filled with soil 
that blocks our annelid hero's progress. 
Fortunately he is armed with a special soil¬ 
loosening blaster that helps clear the way. The 
really clever feature of this level, though, is the 
way that as the soil Is blasted from above it 
collects in mounds at floor level, forming 
impromptu platforms from which Jim is able to 
launch himself. Very cool. 




Top marks to the guys at Shiny 
Entertainment for managing to pull 
off what many thought would not 
be possible - creating a sequel to 
Earthworm Jim that is dafter than 
the original. Every level sparkles 
with remarkable animation, beauti¬ 
fully drawn graphics and more 
humour than something ridiculous¬ 
ly funny. It really does make you 
smile as well. Moreover, though, the levels have 
been designed so that a different aspect of Jim's skill 
repertoire is called Into service and they're all great 
fun too. In fact, the only downside to the game is 
that it's much easier than Jim 1. There again, Jim 1 
was riddled with hyper-frustrating bits that put many 
a player off well before completion - a problem that 
doesn't occur with Jim 2. Great stuff, all told, but 
please play it on hard. 
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REVIEW 













































vVj It you ve ever 
wondered what is 
j meant when 
' blokes refer to 
their "little fella", 
here's your answer 


THE GUY 5 GOT GVTd J 

Evidence of the twisted imaginations behind * 
Jim 2 is rife throughout the game, but per- v 
haps nowhere moreso than in the level entitled ^ 
Villi People. For reasons best left unexplained, I 
this level sees Jim in the guise of a blind sola- ^ 
mander navigating his way around the innards 
of some unknown creature or other. Hazards are 
everywhere - the stomach lining is composed of 
deadly tentacles that, if touched, entangle Jim sap 
ping his energy away. The stomach lining would 
be easy to avoid were it not for the pinball table 
bumpers that block the way, spanging Jim straight 
into trouble if collided with. Oh, and I nearly for¬ 
got to mention the floating sheep that patrol > 
the level. And maybe I shouldn't dwell too 
long on the fact that Jim stops halfway / ^ 

through to take part in a TV Gameshow... I / 


5KOTT TO BE 5KXFFED AT 

Meet Snott - Jim's newest pal. Snott is a friendly space bogey-thing and 

Jim has become very attached to him. So fond is he of his new great mate 

that he carries him about wherever he goes in his backpack. Snott 

repays Jim's friendship in some rather unusual ways. First of all 

he acts as a sort of sticky grappling hook, allowing Jim to 

swing where he might otherwise not. Snott has one other use 

too - as a makeshift parachute. A simple press of the B Button 

and Snott oozes into service, slowing Jim's descent. A jolly 

nice chap, all told. Just don't mention Kleenex in his presence. 
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To surpass the comedy and sheer 
playability of the original was never 
going to be an easy task for Shiny. 
Just to come up with enough silly 
scenarios and bizarre happenings 
for Jim to interact with was chal¬ 
lenge enough, but to improve just 
about every other aspect of the 
SIMON game is something that only ever 

happens on blue moons or because 
of black magic. So maybe Shiny have dabbled in the 
arcane a tad, but what they've come up with is noth¬ 
ing short of stunning. Jim 2 is cram packed with spot 
effects, gags and some beautiful animations. And, 
most surprisingly of all, it is genuinely funny. This 
makes Jim a joy to play and an all-round 'must buy' 
for anyone who reckons themselves. Earthworm Jim 
is definitely the worm that gets the early bird. 


(ABOVE) This 
part of the 
absurdity forces 
Jim into a touch 
of the Barnes ‘ * 
Wallis' as he has 
to push the 
bouncing-bomb 
across the level 
before exploding 
■it on that bunjee 
jumping bloke 
from Jim J . 
Boom-tastic huh? 














what when it came to naming the level in Which Jim inflates His 
head to get about. "Inflated* Head" was all they could come up 
with. Never mind, for otherwise Inflated Head is one of the 
cleverest levels- of the lot, not to mention f^icky. Set in a fair- 
grougd, with^suitably annoying musical accompaniment, Jim 
•has to make.Kls way around a hazardous aerial maze by taking 
a gulp frorn an air pump. The result being that Jim's bonce 
inflates like a balloon, sending him floating skywards. Jim is 
able to control his ascent by letting a little air out. Similarly he is 
able to let a little more out and drift groundwards gently. 
Hazards include large liqhtbulbs that’strip vital energy when 
broken and Evil the cat v/ho appears at various occasions firing 
a deadly head-bursting pea-shooter. Bizarre. 


lOO^ 


There's no questfen that the guys behind Jim 2 
are a few sheets short of the full roll. I mean, 
what other possible explanation can there be for 
the amount of farmyard animals.strewn through¬ 
put the game? In level one it's pigs making a 
guest pppearance. But’it is cows that surely 
deserve a credit in the end titles - they're every¬ 
where. Complete a level and you're greeted by 
the sight of a couple of Friesians, one*of whom 
congratulates you while the other smirks. Later 
still, in the level calllhd Udderly Abducted, Jim, 
finds his progress hindered by gates locked by g 
millk-powered mechanism. Thus much cow-seek¬ 
ing is the order of the day. My head hurts. 


A REAL df^Ett GUY 

Seems like the wit of the game's programmers ran out some- 


10 




BREAKDOWN 



LONG-TERM INTEREST 


DAY 

WEEK 

MONTH 

YEAR 


GRAPHICS 

A Excellently drawn, 
minutely detailed and 
brilliantly animated with 
more humourous touches 
you can wobble a stick in 
the general direction of. 




A Challenging enough to 
keep the platform hard¬ 
core happy. Providing ifs 
not played on Easy mode. 


As with all platform games, it'll be 
completed one day. 


OVERALL 

A little easier than 
Jim 1, but great 
fun. A twisted but 
thoroughly smart 
game. Stick it on 
your Christmas list this instant. 


















Wug 


The Game Boy has been renowned for producing 
addictive and highly playable puzzle games, Here's 
another which is guaranteed to keep players up all 
night as they inevitably try to beat their highest 
score. Prepare to be looped. 

The object of Zoop is to remove the different coloured blocks 
before they burst into the centre square. The blocks can only be 
removed if they're the same colour as the arrow that the player 
controls. It sounds very basic, and it is, but this is what makes it 
so incredibly enjoyable. 
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COMMENT 


How can a 
game this basic 
be so good? It's 
probably 
because it's so 
basic that the 
idea works. 
Zoop is very 
Uneasy to get into 
^ but extremely 
difficult to master. As the game 
quickens up, it gets frustratingly 
difficult to keep up but something 
just keeps you coming back for 
more. This is what games should 
be about. The gameplay is 
superb and puzzle freaks 
shouldn't miss this. 


The first gameplay option is 
Continual play. This allows the 
player to go from level to level 
without stopping. Every level has a 
set amount of blocks that have to be 
removed. When the total amount 
has been wiped out, the level automatically 
changes as does the new total. The second mode 
is Level, which although the game continues after 
completing each stage, it pauses as it blows up 
the rest of the blocks remaining. 



Rmiw 



lELPISGIKiV 


At random stages of the game, there are a variety 
of symbols that appear. All the symbols help the 
player in a different way. The first is the 
Proxibomb which looks like a streak of lightening. 
This destroys the block it hits and all other blocks 

_ touching it. The next 

is the Line Destroyer 
which is a flower 
shaped object which 
allows the player to 
wipe out an entire 
line. There's also a 
Colour Bomb which 
when shot at a quad¬ 
rant, removes all the blocks of the colour it first 
touches. The final symbol looks like a coil. Collect 
five of these and the entire level is cleared, mov¬ 
ing the player onto the next. 




RATINGS 

• BY: VIACOM NEW MEDIA 

• PRICE: TBA 

• RELEASE: OUT NOW 

• GAME TYPE: PUZZLE GAME 

• CART SIZE: 1 MEG 

GRAPHICS 

4 Basic but very clear and that's the main thing. 

SOUND 

4 Repetitive tune with very basic sound effects. 

PLAYABILITY 

4 Extremely simple to start with, but it blows your socks 
off soon after. 

LASTABILITY 

4 So addictive, players can't stop having one more go. 

OVERALL 

Simplicity itself, but loads of fun. Zoop is an excel 
lent game. 






Yet another 

r 4 / Tetris style puz- 

L zie game to 

clutter up the 
Game Boy. 
However, the 
idea behind it 
isn't a bad one 
^ using a 
well known 

character like Pacman will help to 
promote the game to a wider 
audience, but is there really a 
market for it? Normal mode 
tends to get boring quite quickly 
end although there are 100 puz- 
r.les to solve, I wouldn't be sur¬ 
prised if players had given up 
before half way. Pac-Panic is not 
bad, but there's far better already 
out there. 


SOUND 

4 Very annoying repetitive tune that only changes just 
before the player is about to die. 

PLAYABILITY 

^ Easy play controls with varying degrees of speed. 


LASTABILITY 

4 Solving all 100 puzzles is a huge challenge in itself. 
Death may occur to spoil completion! 

OVERALL 

Not a terrible game, but seems to lack any real 
excitement. 




• BY: NAMCO 


• PRICE: TBA 


MUMMY, WHY ARE 
YOUR HANDS 
SO SOFT? 

It must be because of the Fairy magic. 
In normal mode every time a ghost is 
gobbled, it adds a little magic to the 
fairy metre. The more ghosts that are 
eaten, the more magic the player 
receives. When the metre is full, a friendly fairy 
appears and helps out by throwing the magic 
down to remove as many ghosts as possible. The 
magic doesn't come into play if the player selects 
easy speed. 


PAG FOR GOOD 


Puzzle mode starts out very easy but it soon 
becomes highly complicated. There are 100 puz¬ 
zles to solve and on every level the player only 
receives a limited number of Pacman's to gobble 
all of the ghosts on the screen. And the player 
can only move onto the next level by removing all 
the ghosts, so careful planning is the key to com¬ 
pleting each level. The game's password con¬ 
trolled so every level the player completes, they 
receive a new password to remember or bette 
still write down 'cos if it gets lost there's only one 
person who'll look a 
nana and it won't be 
the chap reading NMS 
over your shoulder. 


RATINGS 


• RELEASE: NOVEMBER 

• GAME TYPE: PUZZLE GAME 

• CART SIZE: 2 MEG 


GRAPHICS 


4 Very average. Not much to write home about. 
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CART SPEC 

• BY: KONAM! 
m PRICE: £59.99 

• RELEASE: NOVEMBER 

• GAME TYPE-.BASKEIBAILSIM 

• CART SIZE: 16 MEG 


GAME FEATURES 

m NO. OF PLAYERS: 7-4 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: Password 

• OPTIONS: Customise the rules 


GAME INFO 

• GAME ORIGIN: Based upon 
the noble art of basketballing, 
m GAME DIFFICULTY: Various 

• SCORE TO BEAT: N/A 

• ALTERNATIVES: NBA Jam TE 
and NBA Live *96 and tbaVs 
your lot. 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Very gooi 

(X) Alley-oop 


Select player 


Shoot/Steal 

L: No Function 
R: No Function 


Start: Starts/pauses 
Select: No function 


GAME CREDITS 

• DEVELOPED BY: KONAMI 

• DISTRIBUTED BY: KONAM! 

• MADE IN: USA 

• ARTWORK: c 1995 KONAMI 


(SmS) 90 


GIVE 

'NGO 


.1 
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The first game option is Arcade mode. This is based 
purely on the arcade game where street rules defi¬ 
nitely apply - that's dirty play in plain speaking. 
There are no fouls, substitutions or time-outs. The 
only rule that applies in Arcade mode is the 30 sec¬ 
ond shot clock. This mode is not for the faint-heart¬ 
ed as dishing out physical punishment is certainly i 
order. There is also an Exhibition mode for the play¬ 
er who wants to experience life in the NBA without 
having to compete for the title. 


ARCADE CLASSIC 


NBA Jam has always been the premier basketball game 
in the arcades and on console form. Now it seems as if 
Konami are trying to steal Acciaim^s thunder with 
their new official NBA licensed release, Give W 
Go, With an all-new viewing perspective that > 

gives the player a completely new basketball 
experience, 


Give 'N Go has been around in the arcades for some time 
although under a different title. Konami's very own original 
arcade game is called Run 'N Gun but due to the NBA offi¬ 
cially licensing the product, they want no reference to guns. 
So the name has been changed to protect your innocence. 
Not only is the arcade version in the game but also various 
other gameplay modes from which to choose. 










































For players who feel they have 
what it takes to go all the way and I 
win the NBA finals there is the I 
Season option. This allows the 
player to compete through all 82 i 
regular season games when hope¬ 
fully they have won 
onough gomes to qualify 
I playoffs. 

Thankfully, there is the 
option to edit the 
amount of games played 
during the season. And 
for the really lazy gamer 
there is Playoff mode. 
The playoffs are a 
straight forward knock- 
out tournament which 
can be played as a 
single match or as a 
best of series. i 


ore sudden- 
ly getting spoilt 

games on the 

WeVe always 
had NBA Jam 
but now there 

Go 

out to steal each other's thunder. 
The thing that separates Give 'N 
Go from the others is the unique 
viewpoint giving the player an 
all-new basketball game. Of 
course, this would mean very lit¬ 
tle but for the superb playability 
and, better still, the four-player 
mode. If it's a different basketball 
game you are looking for. This 
shouldn't be overlooked. 


The game features all the official NBA teams and 
players so the gamer can control the biggest stars 
in the NBA. Big being the operative word. The 
player sprites are the largest yet seen in a game 
of this type, adding hugely to the realism. 

The game is also big on 

/ 

/t® i J^So'prtedlts 

l.f^ ® mfUM wII^K “I screen. Truly 

I the coolest. 
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HERE KID 


Had enough of your star player 
constantly missing the vital shot 
in the final few seconds of the 
game and just want them off 
court ASAP? No problem. Give 
'N Go allows the gamer to trade] 
players from one team to anoth¬ 
er. This provides a golden 
opportunity for players to create 
their own dream team compris¬ 
ing ail their favourite players. 
There is also an All-Star team 
mode which allows the player to 
select their best team from each 
conference and do battle 
against each other. 




FOLLOW THE ACTIOH 


Another factor that separates Give 'N Go from most 
of the other basketball games on the market is the 
use of Nintendo's patented Mode 7. Clever use of 
this routine provides totally a unique viewpoint from 
behind the players' own basket with the camera 
scrolling up and down the court 
allowing all the players to scale in 
and out of perspective. 




SHOWOOAT 


As with the real thing, there is nothing more spectacular than 
watching a player break clean through the defence and Dunk one 
home. Give 'N Go allows the player to pull off a variety of dunks 
and skilled gamers can also change the move from a Slam Dunk to 
Double Clutch. The player rises up to the basket as if they are going 
to dunk and presses the Y Button whilst hanging in the air. The 

player brings the ball round the 
back of his body and 


throws the ball towards 
the basket. What a 
move! 






YOU’RE OUT OF 




































le 





STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


HOUR 


WEEK 


MONTH 


YEAR 






HE SHjDOTS! HE SCORES! 

Another feature common to most sports titles 
these days is the play-by-play running commen¬ 
tary. In Give N Go this is provided by a typical 
American commentator who tends to get more 
carried away the better the basket. Add to this a 
slow motion action replay of all the best scores 
and the game begins to look like something 
quite special. 


NBA Jam altered my opinion of 
basketball games forever and Tve 
been a big fan of them ever since. 
None of them, however, have 
immediately impressed me as much 
as Give N Go. This is due mainly to 
the great graphics - these are the 
largest character sprites in any bas¬ 
ketball game. Such cosmetics aside 
it's good to find that there's a solid, 
playable game in there too. It's not as fast as its 
main competitors and the unique viewpoint means 
that control, particularly defence, can be a bit awk¬ 
ward at times. But then again, what game is totally 
without quirks and you'll soon conquer it. The run¬ 
ning commentary is worthy of mention too - it seems 
to be by the same bloke in ISS. All things considered 
this is a real contender and a great conversion from 
the very respectable arcade original. Give N Go also 
has what are by far the best alley-oops in any bas¬ 
ketball sim, which makes it worth checking out in my 
book! 


OVERALL 

A thoroughly 
smart real basket¬ 
ball game. Not as 
fast as Live '96 
but far better 
looking. If you want something 
more serious than NBA Jam, I rec¬ 
ommend you get it. 




SOUND 

A Jolly rockin' tines and 
the running commentary 
works well too... 

T ..although his procla¬ 
mations of "great shot!" grate after a 
short while. 


LASTABILITY 

A With an 82 game sea¬ 
son plus playoffs is going 
to take a while to com¬ 
plete. But it's those great 
multi-player one-off 
matches that really make the game. 


PLAYABILITY 

A Extremely playable. 

Keys easy to get used to. 

▼ Can't compete with NBA 
Jam in terms of speed. 

Slow to react when ball is bouncing 
around the basket. Defence can be a tad 
tricky when playing up-court. 




GRAPHICS 

A Incredibly large sprites 
give the game a very real¬ 
istic look and feel. The ani¬ 
mation is cool too. Blimey, 
some of the sprites even 
half-resemble their real-life counterparts. 


REVIEW 


PLAY FOUR REAL 

lAny sporting title worth its salt 
has a multi-player option these 
days. Give N Go is no exception 
either. Using a multitap, up to 
four gamers can be connected 
for some serious NBA action 
which, despite the heavy 
amount of scaling and Mode 7- 
ing going on, doesn't result In 
much noticeable slowdown. Top. 
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CART SPEC 

• BY: ACCLAIM 

• PRICE: TBA 

• RELEASE: NOVEMBER 

• GAME TYPE: SPORTS SIM 

• CART SIZE: 2A MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1-2 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: N/A 

• OPTIONS: Reams 


GAME INFO 

m GAME ORIGIN: Created 
from cavemen hitting rocks 
with their cluhs 

• GAME DIFFICULTY: Hard 

• SCORE TO BEAT: Beat the 
Whitesox 7-3 

• ALTERNATIVES: ESPN 
Baseball Tonight, Ken Griffey 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Good 


throw 

Bunt/Throw 

O 


Hit/throw 


Throw 

L: No Function 
R: No Function 

^ \ Start: Starts/pauses 
^ 7 Select: No function 


GAME CREDITS 

• DEVELOPED BY: SCULPTURED 

• DISTRIBUTED BY: ACCLAIM 

• MADE IN: USA 

• ARTWORK: c ACCLAIM 
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So just who is this Frank Thomas 
and what is it that's causing him 
such pain? Well, Frank Thomas 
happens to be one of the 
biggest sports personalities in 
America at the moment. He 
plays for the Chicago Whitesox. 
He has been voted Most 
Valuable Player on two occa¬ 
sions. That may not actually 
impress many people over here, 
but If I told you that only a 
handful of players stand a 
chance of winning it once, it 
shows how big he really is. In a 
nutshell, he's about as big as 
something very big indeed. 


IVe Ve been pretty spoilt with American sph^rts games 
over the years. There's been Madden's and 
Quarterback Club for American Football fatis, NBA Jam 
and NBA Live ‘96 for Basketball fans and NHL Hockey 
for ice-hockey supporters. Yet there hasn't been a good 
Baseball game. Maybe it's more to do with the fact that 
us Brits still look upon Baseball as glorified rounders. 
However, Frank Thomas ‘Big Hurt' Baseball is looking to 
change all that, We'H need a lot of convincing. 


cif 


Baseball is known as America's game. Players demari 
salaries and go on strike when they don't get them - 
pened last year! As with most games that come out 
idea is simple enough but made fantastically compli 
selection of confusing rules and boggling statistics. Ir 
don't believe the Americans understand them either, 
in this game. Small wonder it's called 'Big Hurt'... 


d huge 
which hap- 
America, the 
cjated by a 
all honesty, I 
Still, they're all 


ChicA^o 


WHO THE HELL IS FRHHH 
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Although other 
American sports 
have taken off 
quite well, 
Baseball is still 
struggling. Part 
of the reason is 
because no-one 
has produced a 
decent Baseball 
game - until now. Frank Thomas 
at last offers the sports enthusiast 
a Baseball game worth playing. 
The graphics are excellent and 
extremely life-like. When the 
viewpoint changes it is very 
smooth and even the different 
throwing styles look realistic. 
Maybe we don't need Baseball 
games over here, but for those 
that are inquisitive, this is the 
^ one worth looking at. 
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I'N SOnRV - THIS IS JUST ROUNDERS 

The rules to Baseball are quite simple. Two teams 
play against each other, alternating twixt batting 
and fielding. When three batsmen are out it's 
called an innings and the teams change over. 
There are nine innings and the team with the 
most points at the end wins the match. Every time 
a player passes all four bases they score a run. If 
a player hits the ball and runs round four bases 
without stopping it is called a Homerun but still 
only worth one point. Zzz. Dull, huh? 


&1. 


H PITCH IN TIN 


The pitcher is, in common parlance, the bloke 
what chucks the ball to the batter. Each has a 
variety of pitches in his repertoire. He can throw 
a fast ball or slow ball, both of which tend to fly 
straight but at varying degrees of speed and 
height. He also has a changeover which starts 
slow and speeds up or vice versa. Changing the 
ball speed and pitch helps to confuse the bats¬ 
man and keeps him off guard. But for maxi¬ 
mum confusion there's the good old curve ball. 
Tricky to perform but highly impressive. 


HND STRTS NOT HLL 

Big Hurt is approved by the MLBPA - Major 
League Baseball Players Association. What 
this all means is that the game features all 
the players in the 1995 season. Needless to 
say all the players come complete with their 
own projected 1995 statistics and attributes. 
Also needless to say you won't understand 
the stats and you won't have heard of any of 
them. Still, why let such trivialities get in the 
way of a game, eh. 






















































STRATEGY 


ACTION 


CHALLENGE 


HOUR 


WEEK 


MONTH 


YEAR 


GRAPHICS 


▲ Acclaim's new technolo¬ 
gy is producing some of the 
most realistic looking 
games on the Super NES. 


SOUND 

A Sounds like ball hitting 
bat. 


T Not that it's an exciting 
sound. 


F 


FOUL 


The batsman has three swings, or strikes, with 
which to hit the ball or he is called out. 
However, if the ball is pitched too far outside 
the batter's plate and he does not swing, it is 
called a 'ball'. Four 'balls' and the batter auto 
matically walks to first base. If the batter 
swings at a ball then it is deemed a pitch. 
Furthermore, the batter has to hit the ball 
inside the field of play and not behind other¬ 
wise it is classed as a 'foul'. See, it's not com¬ 
plicated at all, is it? 


n 


The viewpoint in Big Hurt is from behind the 
batter whilst the pitch is being taken. After a 
successful swing the view pans out to cover 
the area of the field the ball is hit into. The 
computer automatically selects the nearest 
fielder to the ball, but the gamer has to take 
control in order to catch the ball or dive to 
make a saving grab. 


H m 


Tm still a long 
way from being 
convinced that 
Baseball is any¬ 
thing more than 
a complex ver¬ 
sion of our own 
beloved RE. 
favourite, 
although Big 
Hurt has definitely made me give 
the sport a longer look. 
Graphically it's a stunner - huge 
photo-realistic sprites and bril¬ 
liant animation all-round. 
Gameplay-wise it's great too. It's 
easy to pick up and go with 
straight away , although develop¬ 
ing real skills will take plenty of 
practice. I have no doubt that this 
is the best Baseball sim yet and 
thoroughly recommend it to fans 
of the sport. But until they re¬ 
shape the pitch into a rectangle 
and plonk a goal at either end, 
I'm still going to be a bit of a 
Philistine. Sorry. 




Incomprehensible rules and 
silly stats aside. I'm sure 
you'll agree that Big Hurt is 
graphically rather stunning. 
In fact, the game's incredi¬ 
ble realism is all down to 
Acclaim's investment in 
new technology. For Big 
Hurt Acclaim have utilised 
the very latest in Motion 
Capture and Blue Screen 
technology. The program¬ 
mers have gone as far as 
to incorporate Frank 
Thomas's actual swing in 
order to help create unri¬ 
valled realism. Even the out¬ 
field sprites have been creat¬ 
ed using this technology - 
check out the animation for 
further proof. The results 
speak for themselves. 


BREAKDOWN 


ORIGINALITY 


LONG-TERM INTEREST 


OVERALL 

Frank Thomas 
finally gives the 
Super NES a good 
Baseball game. 

It's not going to 
set the world alight but it's still a 
great game and worth a look. 


PLAYABILITY 

A Keys very basic and 
easy to control. 

▼ The timing for a decent 
shot is very precise and 
may need more practice than players are 
prepared to give. 




REVIEW 
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Well, we've given away practically everything apart from 
the NMS kitchen sink, Pete's string pants and Andy's 
Ronco-matic stoat emhalmer. But wait what's that I spy 
at the back of the NMS pigeon loft, more prizes? 


SPiCiil Bimw 


w 



Bonjourno, punters. Une joli noel to one and all. You'll remember last 
ish that we previewed TinTin's first adventure on the Super NES. Well, 
in a gesture of EC type oneness the petit blonde detective avec le 
blanc chien has donated trois copies of his Tibetan escapade to us 
here at NMS. 

Well, mon ami would we keep them for ourselves? Damn 
right we would, but le grand fromage, Andy, il parle "Non, 
you naughty pamplemousses! Regarde." So, we've got to 
offer them to you, Les Miserables. 

And just to rub le sel into the wound 
we've got three £20 TinTin T-shirts 
to throw in as well. Sacre Blue! Avez 
vous une sandwich au jambon? All 
you've to do is answer the following 
question and then frantically flick to 
page 58 and enter your answer in 
window number 2. 


COMPO No. 12 


FOOTBALL KRAZY! 


Cl. Sasha 
^istel 


COMPO No. 2 


OOH LA LA! LE PETIT HOMME TINTIN 
DANS UN COMPO SHOQUER! 


Who is TinTin's nautical friend? 

a. Captain Turbot 

b. Captain Haddock 

c. Captain Birdseye 


b. Eric 
Montana 

c« Charles 
^navor 


What would Christmas be without 
the best footy game known to man 
dangling from your stocking? Not 
much we reckon. There's just no 
way we could sit through the 
Queen's speech without having 
International Superstar Soccer Deluxe 
tucked neatly into the cart slot of our Super 
NES. Oh, yes it's kick-off at three every day after 
a pre-match meal of turkey on toast, turkey 
Provencal or whatever mum's trying to disguise 
your 15 stone turkey remains as. But, before we 
really go off tangent even further the good news 
is that we've ten lovely copies of ISS Deluxe give 
away courtesy of Konami. All you've to do is 
answer the following multiple 
choice problem, go be 
to page 58 and enter 
your answer in win¬ 
dow 12. 


Which 
Frenchman 
plays for 
Manchester 
United? 
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• GAME: SECRET OF EVERMORE 

• BY: SQUARESOFT 

• RELEASE: TBA 

• G/lMf TYPE. RPG 

• PLAYERS: 1 

• CART SIZE: 2/t MEG 
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When we heard that Squaresoft were opening an 
American office and that they were working on an RPG 
that wouid reach the European market we just had to find 
out more. Using the aii^new NMS spy sateiiite Andy and 
Simon iiberated this geostationary exciusive preview^ 
and neariy knocked Santa off his siedge during re-entry I 

The Super NES has had a few isometric adventure titles to illuminate its 
portfolio of classy games. Admittedly we'd like more to painstakingly 
eke through, but there have been those to keep us from wandering 
from the path of righteousness. Take Secret of Mana, a classic wander- 
where-you-want-to adventure that obsessed gamers for months all 
over the country. And then there's Illusion of Time another sword 
swinging romp in the same vein. 

But we'd like a few more, and the disheartening news that the Mario 
RPG might not appear in the UK is like being told that there's no 
Christmas this year or that that new girl in BayWatch is a bloke. So 
thank the heavens for the American arm of Squaresoft for saving the 
day, for producing what looks to be a top RPG, for saving Christmas 

and for re-assuring us that the new 
girl in BayWgtch is actually a girl.. 


- 



























LORD! IT’S THE RINGS 

Secret of Evermore uses a handy ring system to 
access all the lovely items that are to be found 
during play. A simple depression of the pad left 
or right selects the relevant icon needed. 

Simple and quick to use and as effective a 
method as could probably be Instigated. 
Interestingly enough the dog has a ring of his 
own, but you probably guessed that already. 


In each different time-zone that's visited, your faithful furry friend 
changes into a different type of hound. In a theory that decries 
Darwinism the bone-muncher of the piece starts as a huge 
foaming prehistoric were-wolf type, shrinks down Into a small 
undernourished victim of the dark-ages, becomes a pink French 
Poodle in Gothica and then ends up as a cross between a toaster 
and Doctor Who's metal _ 


lO-^TO 


j ^mate, K-9. Bizarre 
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EAT YER SCREENS 

AND YOU’LL GROW UP ALL STRONG 

Like most RPGs the only way to conclude matters is to develop 
your character. And what self-respecting adventure comes with¬ 
out a series of stats screens? The difference with Evermore's info 
screens is that they are particularly easy to refer to and even 
easier to use. 


WHAT’S IN A NAME? 

You'll have noticed that the hero of the piece 
hasn't had any form of name-check so far. Well 
the simple answer is that the hero's name falls 
into your hands because you can call 'it' what¬ 
soever you want. 

On the same tip, 
you can call the 
dog what you want 
as well, but who 
doesn't anyway? 


I FEEL LIKE SLITTIN’ TONIGHT 

No RPG would be complete without a healthy bout of sword 
swinging. Let's face it a game where the main character has to 
uprate his knitting skills then take on the evil baddy in a head- 
to-head darning slug-out, before destroying the evil rug monster 
with a loom-of-doom power-up isn't going to set the world 
aglow. In Evermore, however, the combat uses a power-bar^ 
which when fully charged gives off a maximum attack, with any¬ 
thing less than a 100% giving weaker shots. The more the 
weapon is used the better the combatant gets with it and the 
more varying attacks can be utilised. As a further bonus, once 
skills are uprated then a second bar appears, and allowing that 
in turn to build-up, deals a huge blow. Unfortunately, all this 
building up of bars leaves our hero a little vulnerable to attacks. 


WHAT’S THE STORY MORNING GLORY? 

Most unusually Professor Sydney Ruffleberg achieved his life-long 
ambition. He successfully transported himself and a few friends 
through the very fabric of time and space (like yeah, man) to a 
world called Evermore. Here he could sit in a big soft comfy chair 
and admire his handiwork. 

Unfortunately in life, everytime you think you've got it all sorted, 
something crap happens (honest 
it's true). And for Sid it's the 
minor irritation of an evil entity 
intent on turning Evermore into a 
nightmare world of ghouls. 

Meanwhile back in the 'real' 
world a young boy and his pet 
dog stumble upon an abandoned 
mansion and before they know it... 


ISO-METRIC NOT IMPERIAL 

That's right pundits, there's no old 
pounds, ounces and stones here. 
Everything's metric, isometric that is 
because all the play screens are viewed 
at an angle and the action can scroll in 
any direction depending on where you 
fancy wandering on your marathon yomp 
through time and space. 


{ABOVE) How 
tranquil to take 
the dog for a 
walk in the sew¬ 
ers. At least you 
don't need a 
pooper-scooper! 


(LEFT) "Ooh, yer all woman 
you are aren't ya!" 


OSmS) 100 
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Secret of Evermore takes place over four very different locations, and 
because we love to spoil you, here's a tasty morsel regarding each. 
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In many ways the real Lost World 

because this stroll through pre-history 7 

is full of vicious Raptors and carnivo- 
rous plants that are very eager for a 
nice slice of 20th century boy. 

Zm ■' •» m m<Si 
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A bit like the Antique Roadshow with- 
|^out Hugh Scully. Mind you some of the ^ 

folk on BBC's nailbiting life drama ^ 4 .> 

could just shade it and be old enough 

to be in Evermore's Antigua. The sec- . ^ 5 

ond of the worlds to be visited is like a ^ 
hybrid version of ancient Greece and 
the middle ages in Europe. 

GOTH^rA 

This Germanic feeling level feels like 

your classic goth-horror novel. It's full ^ 

of dark passages, creepy castles and 

it's drenched in death's heads and v* . • - ^ 

other creatures of the night that follow 

you around. Indeed some of the kids forever sit forlornly thinking 
black thoughts of dread, listening to Southern Death Cult records 
while wearing black clothes, make-up and anything that has a 
hue of black within it while contemplating the joys of suicide. 


COLOSTIC ENEMY 

Oh yes thrill-seekers, Evermore features some colossal level 
bosses. Obviously they're bigger and more powerful than any of 
their minions and likewise much harder to remove from this mor¬ 
tal coil. But with a little help from the old alchemy and some of 
those rather handy power-attacks it's possible to kick their asses. 


Oh, hi. My name^s 
Elizabeth. Ei'eryone 
arountf here calls, me 
'-Fire Eyes.” 






* ^ 4 . 


o 
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turns into a metal toaster with power 


ups and you've got one seriously weird ^ 
episode of Blake's Seven 




YOU WEAR IT WELL 

All the way through the romp in Evermore 
there's plenty of opportunities to upgrade just 
about every attribute of the hero's abilities. For 
example, at the outset of the adventure in 
Prehistoria our Intrepid adventurer starts with a 
grass vest, which is one down from a string one 
and really itches and irritates when it's warm. 
But, adventure hard and far enough and it's 
vest heaven because there'll be finds like the 
Illusive Virtual Vest which offers some major 
protection. As a paw note, the dog can also 
upgrade his collar during his travels and wear¬ 
ing different ones enhance his varying abilities. 


(ABOVE) Wow! It's like the 
Uftlest Hobo on steroids. 




The sci-fi future section of Evermore 
boasts laser mounted guns, psycho 
robots and loads of teleport things to 
make it a huge, sprawling confusing 
techno level. Add the fact that the dog 


P IAN’S BEST FRIEND 

Ah, you thought this was more canine type text, 
but it's not so there. This Is just to say that on the 
^ journey through the lands of Evermore there's a 
few friends to bump Into. Fortunately these aren't 
the type of people who lock themselves up in 
' ivory towers and won't help the odd wandering 
juvenile and pooch. Mind you it's more a case of 
you scratch my back and I'll scratch yours, 
because each mini mission completed brings 
enlightenment of an alchemical nature and their 
:■ help in battle. Believe me this comes in more 

than handy 
against the 
level bosses. 




Vou con use the fer'inuio 
u.»henei»et you hrai/e I 
par ( ILiart arid 2 par ts Oil. 
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UMBAYICKERIAY 

Dear SEAL 

I am, at this present moment in time, the 
only one of my friends who owns a Super 
NES. The rest of them all own (snigger) 
M*gadrives, G*megears and (hurrah!) the 
monochrome magnificence known as the 
Game Boy. Soon two of them are getting 
the PI*ystation and one is getting a S*turn. 
Every month I have bought a copy of NMS 
and taken it to school to show my Game 
Boy-owning friend what is going on in the 
world of Nintendo. Anyway, I bought issue 
34 and the two of us were reading the pre¬ 
view of Doom. After reading the preview of 
Kl along came my S*ga owning friends. 
They grabbed the mag, looked at the con¬ 
tents and flicked to the Kl special and we 
watched as their mouths dropped in aston¬ 
ishment. "What's wrong?" I inquired. But I 
already knew the answer. They were horri¬ 
fied that their next generation consoles 
were being outdone by a 16-bitter. 

To cut a long story short, all my friends now 
crowd round to pay homage to the crew's 
brilliant journalistic efforts and excellent 
insight into big N's world. The guys 
who were getting PI*ystations and 
S*turns have now tossed in their joy- 
pads and are getting NU64s. Their only 
complaint about the NU64 is the sepa¬ 
rate release date. Why shouldn't Japan 
comply to the sane "Gold Standard" as 
America and Europe? 

Chris Daly, Basingstoke 
SEAL:If I didn^t know any better I'd 
say you were angling, rather heavy- 
handedly, for the free Ocean game. 

Ha! You'll have to try harder than 
that, young fellow m'lad. Heaping 
compliments upon us is just not 
enough. Now, large cash sums (low 
denomination bills, out of sequence) 
or preposterous quantities of sweets - 
that would put a different complexion 
on things. Anyway, glad to read that 
we've managed to make a few more 
converts - tell 'em to buy their own 
issues, though. As for the Japan/NU64 
situation, yep, it's a bummer - as our 
American cousins like to say. And the 


hristmas is coming, the goose is getting fat. Please put 
some decent letters in my capacious sack. Well, it almost 
/mes. But what the heck’s wrong with you lot at the 
loment? So much misery, so much seriousness, so much 
lain. I never thought the day would come when I’d long for 
some of your crap raps or, gasp, Kirby is King-type letters. 
Instead all I’m getting is a hunch of these whinging, 
moany missives. Lighten up! ‘Tis the season to he jolly, 
and all that. The NU64'II be here soon and it’ll be smart. 
Seal’s honour. So for next issue send daft letters and daft 
letters only to; I KNOW / AM, I’M SURE I AM. I’M 
H.A.P.P.Y. HONEST! Mailbag, NMS, 30-32 Farringdon Lane, 
London, EC1R 3AU. And let us not forget that there’s a 
marvellous OCEAN game, which I’ll reserve f or_the best let- 
r next month, get scribbling, gamestrels! 






''Gold Standard'^ ^ 
rationalisation is 
about as credible as 
the idea of Man City 
straying up this sea- 
on. Ah well. By the 
way, Andy's sister lives 
around the corner from you. 

Fascinating, ehl 

Dear SEAL 

The other day I heard three kids on the bus 
talking about how Nintendo games take 
ages to come out and when they do what 
rubbish they are. My question is, have they 
or have they ever played a Nintendo 
game? The answer is no. But if they 
changed their oh-so-cool Virtue Racing for 
Stunt Race FX, their Sonic for Mario World, 
they'd flush their Megadrives down the bog 
and buy a Super NES. Look at the examples 
- on the one hand you have a game 
packed with so much hidden stuff it takes 
years to find, and on the Megadrive? A 
game you can finish in a day with no rea¬ 
son to return. Hmmm. Then look at the stuff 
the Super NES can do - FX Chips, SAl, 


(BELOW) Paul Kemp sent in this very fine pencil 
rendition of Spinal. And I mean fine too - it was 
so faint we had to sharpen it up with 
our large computers. Tsk. 


ACM"and Mode 7. There is more techno 
stuff in Cranky's Cabin than the 32X and 
the chances are things will be exactly the 
same with the Saturn and the NU64. So 
kids, stick with Nintendo - they rule! 

David Vearer, Harlow 
SEAL: Totally true! Those men and 
women wise in the way of things game- 
related all agree that as far as game- 
play is concerned, nobody - but nobody 
- can hold a candle to Nintendo. 
Technically too, even the stupidest Sega 
owner would have to admit that the 
Megadrive is, well, a bit poo when com¬ 
pared to a Super NES. And let's not 
even mention the Megadrive's diaboli¬ 
cal sonics. Oh, I just did. 

M CliUMUKUnMiSI... 

Dear SEAL 

My friend reckons that Nintendo have this 
rather cunning marketing plan. This is how 
it goes: your mate has a Super NES. 
Whenever you go around to his house and 
play on it you really like it it - so much, in 
fact, that you go out and buy one as soon 
as you can. Then after a few weeks or 
months you get bored of it and rarely play 
on it again. As it happens my mate's uncle 
is among the ranks of the high at Nintendo 
of America and con¬ 
firms this as their 
ploy. Have you 


Hhtk 


(ABOVE) Nintendo only 
reaches popularity!!! No Sega!" 
Declares Angus Powell in his 
effort. He's from Wales, you 
know... 

(RIGHT) We really shouldn't be 
encouraging this sort of thing. 
But what the heck, he's had it 
coming for a long time. Nice 
one, John Cullen. 
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might come in handy, and a Virtual Boy 
too. My letter is now coming to an end 
and rd just like to say that I'm serious. I'd 
quite like to get an answer whether you 
agree or not, 

Kevin Moses, Neofh 

$EAL:I get letters like this all the time. 
The sad truth is that having "outwork-- 
ers" like yoc/Ve suggesting is totally 
unworkable. NMS is run to incredibly 
tight schedules and having games out 
of the office for even the smallest 
amount of time would cause horrible 
production problems. That is not to say 
that we don't welcome your comments 
on newly-released games, though - the 
more contentious the better. We could 
perhaps print them in the Editorial sec¬ 
tion or even in these pages. Secondly, 
what makes you think that the staff of 
NMS are not ordinary game-buying 
Joes, themselves? 


NOT VERY CHAMPION 

Dear SEAL 

While I was watching one of the many 
computer programmes on TV, they^ ' 
showed the winner of the Blockbuster 
World Video Games Championship. Now 
there are a few things that annoy me. 
One is that I had never heard of this 
event, two is that they played Batman 
Forever in the finals and three is that I 
pulled my ears off in anger. They should 
have issued application forms to all the 
magazines and they should have played 
Street Fighter for the finals instead. I am 
really angry that the World 
Championship has been made a mock¬ 
ery of. 

PS. Why haven't you mentioned anything 
about Street Fighter Alpha yet? 

James Kenny, Dublin 

SEAL: First of all Blockbuster would 
have had to pay large sums of 
money to print up thousands of entry 
forms and then paid even larger 
sums to have them inserted by little 
grey-haired grandmothers at maga¬ 
zine finishing houses. Far too pricey. 
And they didn't call us in time so 
that we could have put it in our 
news section either. Doh! Batman 
Returns is a bit of a duff game for the 


finals but seeing as 
Acclaim part-sponsored them, 
well, work it out for yourself. As far as 
SF Alpha is concerned, NMS was actu¬ 
ally one of the first mags in the country 
to show shots way back in issue 32. 
Doesn't look like it's ever going to 
receive a Super NES release though. 

Doh, once more. 


^ 3 , AfOilfI 
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(ABOVE) And let's not ven¬ 
ture into the dork imagination of Gareth 
Hughes either. Gareth, you need to get out 
more often, mate. 

(RIGHT) Huhuhuh, Hey Beavis, this picture is, 
like, cool. Yeah! But, heheh, it sucks enough not 
to win the cool Ocean game. Huhuhuh! Bad luck 
Christopher McGrillis. 
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(LEFT) Glynn 
Mulholland, your 
picture is indeed 
smart and your 
letter explaining 
why you should 
win almost con¬ 
vinced me. But, 
alas, not quite. 


er known of this? Now to another matter, 
^^1 ind it very funny when NMS are printing a 
“ guide to a game when all other magazines 
are just getting a look at it. Oh and by the 
;"fway, I played Yoshi's Island recently, great 
isn't it! 

% Jcsh Hand, Worcester 

I S: AL:Hmmm, can you really see some 
f: Stilted exec at Nintendo saying "I know, 
let's con all the kids in the world into 
^ b uying a Super NES and then they can 
^ 9 *t bored of them and never play them 
^ again and, hey, then we can not make 
any more money on software - what a 
g eat idea!" I think not. White the Super 
NES is a viable format Nintendo are 
g dng to make damned sure we don't 
J get bored of it - which may explain why 
" we're getting the best games the 
machine's ever seen at the moment. 

4 However, come the NU64 it'll be a dif- 
. h ent scenario and it'll probably be in 
^ N ntendo's best interest to ensure that 
we all get as bored of our Super NESes 
as quickly as possible and all buy 
NU64s. So I suppose your 
mate's argument's half 
right. 

I THINK NOT 

Dear SEAL 

I've been reading NMS since 
issue 4 but through all its sup¬ 
plements it only lacks one 
thing. That thing is a review 
comment now and again by an 
average game buying Joe. I, 
through a lot of time and hard 
thinking have come up with the 
perfect candidate - me! I own a 
Super NES, Game Boy and con¬ 
vertor to play foreign games. You 
could send me the games in the 
post and after a week or two I 
could send them back with my 
comments. Then when you send 
me the next batch you could 
maybe send me a small wage for 
my troubles. Oh, and an NU64 
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a debacle 


This time next month we'll have seen of what the NU64 
"we" I actually mean "us" here at NMS. We'll have bee 
Where Nintendo are apparently displaying 100 of their 
boot. Smart or what? Alas, deadlines being what they i 
show we'll be putting our January issue to bed, so it's i 
good news with you until our February issue (out Jan V 
ing up a load of new, sensible NU64 questions in readi 
"how much Will it cost" type either. Get your thinking ct 
BlLITY Q&A, NMS, Priory Court, 30-32 Farringdon Lane, 


VOSSISS 

VERMS? 


_ Dear Andy 

Please answer my 

questions. 

1. I have recently bought Fever 
Pitch and it's crap. Why is this? 

2. What should I buy next - ISS 
Deluxe or FIFA 96? 

3. Is Cannon Fodder 2 coming 
out for the Super^NES? 

4. In issue 35 you showed pic¬ 
tures of Worms, what is it? 

5. Is Saturday Night Slam 
Masters really Muscle Bomber? 
Adam Tiisfon, Newton-Le-Willows 


j SYSTEM 

• is truly capable. Well, when I say 
—:r) to the Shoshinkai fair, you see. 

A their wiindermachines and ten games to 
they are, at the time these marvels are on 
it's unlikely we'll be able to share the 
1 19). Still, that shouldn't stop you think- 
And I don't mean all the usual 
on and write to SENSE AND SENSI- 
London EC1R 3AU 


ANDY; I. Ws not 
crap, it's just dif-’ 


a 

ferent to most 
“ " other footy 

games. 2. My 
fave is ISS Deluxe but rd 
have a look at the two of 'em 
and decide for yourself. 3. 

No. 4. Worms is a weird little 
blaster that's actually quite a 
laff. 5. YepI I hate wrestling 
games, me. 


a 

G/SSA JOB 


Dear Andy 

Please could you answer these questions. 

1. Will games like King Of Fighters '95 and Street 

Q 


SPARRIIVG ROLE 


Fighter Alpha come out on the Super NES or NU64? 

2. Should I get Killer Instinct or Weaponlord? 

3. How could I get into the art and design department for a 
computer magazine like NMS? ’ 

4. Is Doom out right this very second? 

Daniel Jeffrey, Northampton 


ANDY: 1. KOF 95 no, sadly, because SNK are only 
making their games for their own machines these 
days. SF Alpha maybe, it has been reported that 
Capcom have been ren¬ 
dering SF characters 


possibly for NU64 usage. 2. Killer 
for sure. 3. Best bet is to take some 
sort of Graphics course - a BA, 
HND or equivalent at college and 
talk to us when you're qualified. 

4. It should be, but you know 
what release schedules are like 
these days... 


WE ^ GAME BOY 


Dear Andy 

I have a few questions that I expect every Game Boy 
owner wants to know the answer to. I am not one of 
those greedy kids who gets £100 pocket money, so I don't have the 
money for a Super NES, so please answer these. 

1. Why are you starting to lose interest in Game Boy reviews and 
tips? 

2. Is Kirby's Dreamland 2 any good for the Game Boy? 

3. Will another Zelda game come out for the Game Boy? 

Edward Woodcock 

ANDY: 1. We're not, we feature all the good new 
Game Boy releases and will gladly print any new 
Game Boy tips. Thing is, there aren't that many 
Game Boy games being released these days and 
nobody sends tips in. Ah well. 2. It's a bit easy but 
great all the same, certainly one of the most polished games 
available for the machine. 3. No news on that, I'm afraid. 


Dear Andy 

Please answer my questions about Killer Instinct on the 
Super NES. 

1. In the Kl booklet in issue 36 you had a section called Sparring 
Partners which was about a practice mode. I was wondering if you 
can do No Mercies on the droid but then practice on them as nor¬ 
mal without starting practice mode again. Can you? 

2. What's the exact release date for Kl? 

3. Is there a speed cheat for the game? 

4. Does Kl have an options mode because on the title screen it just 

says Press Start? , , 

5. Why don't you start a TV show like Games Master. I'm sure it 
would be a hit, 

6. Is the Mortal Kombat film worth seeing? What rating will it be? 
Mark Simkins, Steeple Morden 

jam, ANDY:1. As far as I know you can't do the finish- 
ing moves in Practice Mof/e as it's just ah unend- 
*>^9 round and the opponent has no energy bar. 
Best bet if you want to practice your finishing 
moves is to select a two-player game and play 
alone. 2. Out now, unless we've been fed a porky again. 3. I 
got a call from a guy the other day who reckoned pressing 
Right, L, X and Y together on the play¬ 
er one pad on the versus screen 
speeds the game up. I've not man¬ 
aged to make it work yet, though. 4. 

Yes there is, its got all the usu^ stuff 
on it too. 5. It's an interesting 
thought. Sadly we don't have the 
pots of cash it would take to make 
to hand at the i —' 
accounts it's a 
and a r' 
better l. 

Fighter l. 
mockery c 

of an effort. And let's 
not talk about the 
Power Rangers. 


(ABOVE) Killer Instinct on 
Game Boy. Smart or what? 
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ANDY: Can't honestly say that I've 
heard of this one? Was it an import 
game? Basically, there are only a 
handful of halfway decent FI games 
for the Super NFS, Mansell is one of 
them, FI Exhaust Heat is another and Human 
Grand Prix 2 is the last and the least too. Unless 
this game is one of those three, renamed for a 
different market, don't touch it. 


r^i 

ROLE RAGE 

\m1 

Dear Andy 

1 am one of many 
RPG fans across the 


country and when I heard that 
Chrono Trigger was going to be 
released, I became really excit¬ 
ed. My friend has just returned 
from the states and he says that 
when he asked a shop assistant 
when it was coming out, he said 
that it was never coming out in 
Britain. GAAARRGGHH! Why 
not? It must! please give me an 
update. 

James Pointer 

ANDY.AIas, due 
to the huge cart 
size/cost situation 
ond the fact that 
although there 
are plenty of RPG fans, RPGs 
just don't seem to sell well 
enough in this country, it does 
, seem that we'll never see 
Chrono Trigger on these 
shores. Still, every cloud has 
o silver lining and Nintendo 
have recently announced they 
Ore to release Squaresoft 
^SA's marvellous Secret Of 
Evermore in time for Xmas. 


! KNOW MY NAME IS CLAYTON 


Dear Andy 

Please answer these questions for me. 

1. You have said that the release date for the NU64 is April '96. But in issue 37 you 
said that "until November 25th, nobody has any idea of what true 64-bit gameplay has to offer." 
What are you getting at? 

2. If the release date is April '96, is there any way of me getting my hands on an English one 
before Xmas. 

3. Please can you tell me what accessories are going to be packaged with the machine? 

4. Price? 

5. In which ways is the machine better than the Sony Playstation? 

Clayton Nagle, Newcastle 


ANDY: 1. Nov 25th is the date of the Shoshinkai show where Nintendo are dis¬ 
playing 100 NU64s and 10 finished games, allegedly. 2. Not unless your name 
is Mr Nigel Intendo. Or you are God. 3. No such details have been released as 
yet, but a Joypad, RF lead and power supply is a pretty fair guess. 4. For the 
very last time, Nintendo are quoting a sub $250 price tag. What that'll translate 
to in pounds sterling is still to be confirmed. 5. Without going into to too much detail there 
are at least 32 ways I can think of. Work it out. 



BOG THREAT 


Dear Andy 

Please print this letter or 1 will flush my copy of NMS 
down the loo. 

Q 


KOMBAT KONUNDRUM 


1. Is it true that Nintendo are trying to secure the rights to the Star 
Wars Trilogy for the NU64? 

2. Will the games on the NU64 be more expensive than those on 
the Super NES? 

3. Is it true that Rare Steak are developing a baseball game for the 
NU64? 

4. Will we see Kl 1 as well as Kl 2 on the machine? 

5. Are Acclaim planning any new WWF games for the NU64? 

Derek Pountney, Vote 

ANDY: 1. That's the word. 2. A little bit, probably, 
but not by much. 3. They're currently making Ken 
Griffey for the Super NES. I don't know about their 
NU64/baseball plans. 4. Just Kl 1.5. Lordy, I hope 
not. 

INEVITABLE NU64 QUESTION 

Dear Andy 

First of all, I am not going to ask you when the NU64 
is going to be released, or how much is it going to cost 
because I think these questions have been endlessly answered by 
yourselves previously. Doesn't anybody read your comments? 
Anyway, I went into a local games shop and noticed a Formula 1 
race game for the Super NES called FI International. Now, being 
an avid reader of your magazine (honest) , I don't remember ever 
seeing a review. Can you help? Is it any good? How does 
pare with Mansell's FI game (which I enjoyed, sad eh?)? 

Paul Osborne, Warley 


Dear Andy 

Can you answer my questions please? 

1. Which will be out first? MK3 or Killer Instinct? 


2. In MK3, what happened to Reptile, Scorpion, Rayden, Kintaro, 
Johnny Cage, Baraka, Jade, Mileena, Kitana and Reptile Sonya? 

3. What about Smoke? He looks like a cyber-ninja - how come? I 
thought he was a living thing. 

4. How many hidden characters are there in MK3? How do we get 
to them and is there a chance of playing as them? 

5. Will there be a cheat book for MK3 or Killer Instinct? 

6. Is there going to be a MK4? 

Chaminoor Rahman, Handsworth 


ANDY: 1. Kl should be out first, although they 
should both be out by the time you read this. 2. 
Rayden took a well-earned break in Lyme Regis, 
Reptile started a new career as a tax inspector. 
Scorpion devoted his life to Krishna while Kintaro 
devoted hers to her hobby of Vole-husbandry... You don't 
want me to continue, do you? 3. Smoke exists as a line of dig¬ 
ital code in a video game and is, in fact, not a real living 
thing at all. Sorry. 4. There are two that we know of - Noob 
Saibot and Smoke. It is possible to play as Smoke by inputting 
a code on the character select screen. That's yer lot - unless 
you know any different. 5. Possibly, but we won't be publish¬ 
ing them. 6. It's a pretty safe bet to assume so. 




































Most people's driving ambitions end at a Porsche 
Cyawn) or a Lamborghini (snooooze). But not us here 
at NMS, Given half the chance there's nothing we'd like 
better than to hop into the cockpit of a JS-tonne, horri- 
bly-beweaponed BattleMech and then to pour leaden 
death on our foes. Of course, this is unlikely to happen 
in ‘real life', so hoorah then for Activision and 
MechWarrior 3050,,, 


It is (deep, rumbling voice) the 31st Century. But don't be 
afraid, because it's not quite as weird as you might 
^ imagine. Indeed, many things are much the same 
Bj as they are now. For instance, Ken Barlow still 
Hi appears in Coronation Street; 

when he died he was 
deep frozen and 
propped up in the 
corner of the Rover's 
Return - 

nobody any 

difference. And you'll be 


VISI 

AIMD 


pleased to hear that your great 
\ value NMS still costs just 

£2.65 - or four zillion 
Arcturian Groats, as it is in 
space 

But it's not all sweetness and light. 
For a start the pubs still close at 11 pm 
(Solar Central Time) and even worse, 
mankind is locked in a bitter civil war 
that has raged across the galaxy for over two-and-a- 
half centuries between the dark forces of the Innersphere (boo- 
hiss!) and the confederation of Clans (huzzahl). In MechWarrior 
3050 you play a rookie recruit to Clan Wolf. Of course, being the 
new kid on the block you inevitably get all the rubbishy jobs - 

, -- namely, piloting the newly-built 

f 'MadCat' Heavy OmniMech in a 
r V ? ‘ ' sr i series of semi-suicidal missions 

jjl^^ ■ . . !*. • against the InnerSphere's heavi- 

B|L^r ' , ly-protected strongholds. 


It probably won't come as a surprise to learn that 
if your OmniMech takes too much damage from 
the enemy's fire, it'll explode in a rather spectac¬ 
ular manner and you'll lose a life. But there's 
another way to lose a 'Mech, and that's 
from rust... er, sorry... no, from over- 
heating. Yes, these OmniMechs may 
be big, they may be scary and they may 
look dead smart, but they have a terri- 
ble tendency to get all hot and bothered 
during battles, and if that happens they topple 
over and die. So it's vital to keep an eye on your 
heat gauge; if it starts getting too high, you're 
advised to find a quiet, shady spot and rest your 
metal feet for a while until you cool down. 


So what's MechWarrior 3050 
all about then? Well, first imagine Desert Strike 
or Jungle Strike or - yes! - even Urban Strike. 
Now imagine that instead of flying about in 
some weedy little chopper, you're in the pilot 
seat of a 75-tonne, two-legged death machine 
armed to the metallic teeth with space-age 
weaponry capable of killing every sentient life- 
form within a lightyear's radius. That's what 
MechWarrior 3050 is all about. And like EA's 
fabbo isometric-3D blasters, MW3050 isn't just 
about mindlessly running around, blowing things 
up willy-nilly, 'cos there's also a small (but beau¬ 
tifully formed) strategy element too... 

































A tap on the START button brings up a radar map 
of the area, with the locations of all InnerSphere 
vehicles and Installations clearly marked in a nice 
bright red colour. Even handier, it shows the loca¬ 
tions of any power-ups, such as coolant and extra 
ammo, that you've managed to find (in time-hon¬ 
oured Desert/Jungle/Urban Strike stylee) by 
blowing up enemy buildings. You'll need to 
access this screen a lot if you're to make 
progress in MechWarrior 3050, 
because careful planning of your 
route through each mission is just as 

valuable as 

fQ3f 

finger 

Which means _ 

our who ^ 

can't even 

way the 

without 

will be stuffed. 


NG 

JNG 


MechWarrior 3050 offers five tax- ^ 488 _ 

ing missions to complete, each of which ^ ^ 

is broken down into three or four dis- L— : _- < - - ■- 

tinct phases. For example, in the first 

mission your task is to eliminate an InnerSphere base, but before 
you can do that you have to destroy the local radar installations 
(thus blinding the enemy), then smash the tank 
factories and airfields (to weaken the ground and 
' ■■ defences) and then blow up the genera- 
.. •> tors powering the base's main gates 

(so you can open them). Added 
' complications come from the fact 
/ -1" that each mission takes place on a * ^ 

different planet, each with its own m 

unique perils. On the volcanic planet, 
for instance, you have to take care to 
avoid over-heating by walking in the lava pools. 


Your OmniMech has three individual 
weapon pods, activated by a tap on either Hs 
the joypad's A, B or Y buttons, and before 
each mission you get the chance to fill them IjH 
with your personal choice from the nine dif- 
ferent weapons systems available. The sys- 
terns fall into one of three main categories - 
main gun, heavy ordnance or tactical weapons - 
and each has its own set of plus and minus points, 
some might pack a heavy punch but have a very 
short range, while others might be relatively weak 
but have a fast firing rate - you know the sort of 

■ thing. It's up to you, 

aided by your leg¬ 
endary skill and 
judgement, to pick 
the right payload to 
achieve the 
job in hand. 


GAME DATA 


^ GAME: MECH WARRIOR 3050 

• BY: ACTIVISION 

• RELEASE: DECEMBER 

• GAME TYPE: SHOOT- ’EM UP 

• PLAYERS: 1-2 

• CART SIZE: 12 MEG 
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Creates Special 
Effects Like 
Never Before! 


PAL ver- 


Johnny was a good kid. Kept his nose dean. Watched his 
back. But Johnny was broke. And he needed games fast. 
He’d stashed about a hundred notes from Christmas, 
birthdays, paper round, whatever he could lay his hands 
on. Johnny called us and asked whether he should use it 
for Killer Instinct or wait for Donkey Kong 2. He was in 
trouble. He couldn’t afford that sort of gaming. He need¬ 
ed someone to set him straight. So we called our old 
friend Dick and asked him for a favour. This is his story... 


Here's the first stop. Go get the coffee and donuts whilst I case 
the joint. Okay, so it's Dixons, High Street retailer. It's got 
stereos and TVs. And it's got overlooked bargains in the games 
department. Okay first lesson coming up - never touch the dusty 
copy of Rise of the Robots. You'll see 'em everywhere, and they 
might look tempting at cut price - though this mother's forty 
pounds - but it'll leave you hollow. Scout around. A thirty-spot'll 
net you Mario All-Stars. Twenty buys Pocky & Rocky 2, 
Bomberman 2 or Kick Off 3. But don't part with that sort of 
dough right oft. Shaq Fu, Vortex and the incredible StarWing are 
only £15. Looks like that's your first shot. 

DICK BOUGHT: STARWING, £15 


Okay, that's broken your bargain duck. Now you're ready for the 
big league. Reckon you can handle your first Virgin Megastore? 
Yeah, test yourself against Branson's finest, buddy. Ha! Whadd'l 
tell you? Look yonder. Rise of the Robots with "Recommended" 
sticker, £20. Take a look around. There - Mortal 2, thirty sterling. 
Addams Family Values for twenty-five. Flashback's in the twenty- 
zone, with Equinox, Super Putty, Spectre and the unremembered 
Spindizzy Worlds. Take it from me boy, Spindizzy is a lot of bang 
for your buck. VFM-wise that's one hot lick. 

DICK BOUGHT: SPINDIZZY WORLDS, £20 ^ 


Dames. Heartbreakers. They take you for your money and then 
leave you looking like a chump a week later. Then another one 
comes along better looking than the last and you're hooked 
again. Hold on - that's not dames, it's games. And if you're 
talking about the fickle whims of a cart, you're talking to me, 
Dick Cleaver: Games Investigator. There are a million games in 
the naked city, and you want to play just one of 'em. It's a cruel 
world out there on the High Street, a thousand stores promising 
you everything and giving you ten minutes of gameplay in 
exchange for your soul. You've gotta wise up and know how to 
play the game. And I'm not talking Donkey Kong Country. Sure 
kid, you think you know what you want, but you think Killer 
Instinct's gonna make you happy? Why don't you get Mortal 
Kombat 2 for twenty of your quids and save the nickels for the 
coin-op? Sure, it's a compromise, but you gotta do what's right 
for you, and what's right for you is saving your money, kid. Sure, 
it seems like dreaming the impossible dream, but all you need is 
the smarts and you can net your perfect games collection for 
less than the price of a dead magnate. Here bub, get a pencil, 
keep your eyes open and take a tour around my world, a world 
of desperate players searching desperately for their games souls. 


Nintendo' 


spmi miuRf 















Have you the smarts to beat 


Spindizzy? 


Metroid pack. 


Qumshoe's 
^ovoor/fe, Zelda for 
Q dime under thirty 




You've seen the bright lights, the big head-honcho pencil-push¬ 
ers v/ith their wallets where their hearts should be. Now it's time 
to get back to your roots. Back to what gaming's all about. 
Here's my local den. Not many people know about it, and they 
can't afford big advertising. But they're 
big on bargains, especially for second- 
hand stuff, if you don't mind traceable 
goods. Plus you'll find the staff generally 
know the deal. They play the games, they 
only order the high-quality merchandise if 
they wanna survive. Shop hard, street 
cadet. See, there's Mario Kart for £25, 

^ and over there you've got Zombies Ate My 

Neighbours for £12. Twelve pounds, suck¬ 
le whaddya waiting for? 

^ fljf DICK BOUGHT: ZOMBIES, £12 

(SECOND HAND) 




[gndcy 


Lessee, that leaves you with three pounds. If you were anyone 
else you could use that money to get yourself a copy of 
Nintendo Magazine System, to make sure you know what games 
to look out for in the future and how you could save all this 
kinda dough in the first place. But seeing as you're you, you can 
spot me a shot of red-eye at Barney's. 

All shopping was carried out secretly in genuine retail outlets. 
Whilst the prices quoted in this article are factitious they may well 
vary nationwide. If not someone's doing their job properly. 


Un-Deadiv 

Levels! 


PAL VERSION 


You're nearly there kid. How much you got left? 
Twenty-three pounds? Then it's time for Future 
Zone. Yeah, it's an obvious number, the specialist 
games chain, but they're good for more than new 
releases. Keep your games-lust on a short leash 
and head for the pauper racks. Second-hand is 
always a good bet, but it you want unsoiled mer- 
candise there's still a good selection. Thirty 
pounds'd get you Wario Woods, but that's out of 
your league. Your choice is Robocop V 
Terminator, the classic Super Tennis, 

Bomberman 2, Lord of the Rings, _ 

Hebereke's Popoon y n ** 

or Claymates. t 

Mystic Quest is only 

£14, but you're all 

adventured-out \ 

already. Go for a Wfial 

multi-player job, like h 'Tlfi 

Bomberman 2. P '■ 

DICK BOUGHT: V- ^ H 

BOMBERMAN 2, £20 \>i 


COMP No. 14 


Okay pal, so here's the lowdown, the full SP, f 

strictly on the hush-hush. This case has gotten too hot j \ 
and I can't be left holding the baby. Don Miyamoto is Cy 
calling in all his loans and I gotta shift this stuff before 
the Nintendini brothers catch up with me. So listen up and listen 
good. I'm gonna give the goods to the first schmoe who can 
answer the following question: 


Stick your answer in window 14 on the NMS advent calender on 
page 58. Now I'm outta here - if those Nintendini boys come 
around you ain't seen me, right! 
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Polygon racing inn with bnih in serial pi 


PAGE AMIGA [GUIDE 


Fancy trying your hand at 
programming? Want to go further 
than BASIC but still understand 
what you're doing? Then Amiga E 
could be the one for you. 

It's free with CU Amiga Magazine 
December 1995 and comes with 
a guide book to get you started. 


O 


vailable from 1 5 Novamliff^r 
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KILLER INSTINCT 


NINTENDO 

SUPER NES 


Many people thought it could never happen - not on the NU64 
and certainly not on the Super NES. But Nintendo pulled it off - 
and hov/! Then there were those who had a five minute look at 
the game and dismissed it as sluggish - fools! Knew they not of 
the complexity of the combat system that enables players of all 
abilities to pick it up and play straight away, without the need 
of an Einstein-like mental capacity for remembering complex 
moves? Knew they not of the speed cheats that more than 
compensate for the game's relatively slow default pace? 
Understand this - Killer Instinct rocks in no small way. 

Incredible graphics, amazing speech, bone-breaking moves, all 
the speed you need and a selection of 11 cool-and-deadly 
characters. Heck, it even comes with a CD of Killer Kuts. It's no 
coincidence that Kl has become the 
fastest-selling game in the States. There 
is no excuse for not owning this cart. 




KILLER INSTINCT 

NINTENDO 

GAME BOY , 

It's a Game Boy version, the machine can only handle 4 Meg 
carts. Killer Instinct is a 32 Meg game on the Super NES - 
something's had to go. Say goodbye, then, to Riptor and 
Cinder. Hey, but they were the cackest ones anyway and what's 
left more than makes up for their absence. Remarkably Rare 
have managed to retain all the playability of the Super NES 
version despite only having two buttons with which to achieve 
it. The backgrounds can look a bit indistinct but it's all in a 
good cause - so that the main character sprites remain clear in 




all their monochrome rendered glory and are relatively blur- 
free. In short, there is no finer beat-'em-up available for the 
Game Boy. Buy with extreme prejudice. 


(jm§) 112 
































MEGAMAN 7 


CAPCOM 

SUPER NES 

Megaman X2 utilises the Super NES' superior capabilities and 
even a special graphics chip to bring the Megaman leg¬ 
end up to date. Megaman 1, on the other hand, does 
very little in that way and is, to all intents, a slightly nicer- jl 
looking update of good old NES Megaman. Still, those old |l 
Megaman games on the NES were among the best the l] 
machine had to offer, so this is not necessarily a bad thing 
at all. Compared to X2 the gameplay is a bit more linear, I 
the weapons a little less impressive and it's graphically ! 
more basic. The whole thing requiring less brainwork on the 
part of the player. Fun while It lasts - which despite its limi¬ 
tations should still be quite some time. Megaman for begin- 


MEGAM«H X2 


CAPCOM 

SUPER NES 


MICKEY AND MINNIE: 
CNEAT CIRCUS MYSHNY 


Megaman's second Super NES outing is a real joy. Fine graph¬ 
ics that make use of the mysterious CX 4 chip are complement¬ 
ed by expansive play areas, amazing power-ups and tough 
gameplay to keep the platform die-hards happy. Flies in an 
otherwise flawless ointment 
Include the occasional bit of 
slowdown and Megaman's « ^ 

inability to duck (always an fj] \ ^ <== 5 ?. ^ ^ 

annoyance). Otherwise t|| m ^ 

you'll find a very very ^ 

superior game Indeed and ^ J * 

it's hot often you can say ’ ^ I 

that about a platformer ^ . 

these days ^ —-— 


CAPCOM 

SUPER NES 

Aside from their ultraviolent beat-'em-ups, Capcom are also 
partial to the hyper-cute platformer or three. Mickey and 
Minnie is their latest. Well, it is as far as we're concerned - 
it's actually well over a year old now, but has only just 
reached these shores. Graphically, It's as cuddlesome as 
you'd expect with some fine animation to boot. Gamewise it's 
less impressive. Playable, for sure, but otherwise standard 
platform fodder for one or two-players simultaneously. Nice 
enough, while it lasts - which won't be very long if you're 
remotely adept in the platform department. It pains me to say 
it, but this really is one for the younger gamer. 
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fo many people Pinball represents true arcade 

I pn. where the need for speed is addictive and 
^uick hand to eye co-ordination essential. Pinball 
^ania brings the whole pinball experience to life 
n the palm of your hand. Flashing lights, bounc- 
pg atmospheric soundtracks and rapid 8-way 
icrolling keep your eyes firmly fixed on the ball, 
find your fingers burning the buttons. Choose 
I’om four exciting tables and discover those hid- 
en bonuses, ball traps, and 1.000.000 point skill 
[hots with multi-flipper play. Have a ball with the 

i ICK OFF table or play TARANTULA to put some 
te back into your handheld fun. Bored of being 
eked up with the same old cartridges, then initi- 
e a JAILBREAK. Alternatively hit the JACKPOT 
jid take a gamble on this game ... you’re sure to 
nd it a winner. 


GAMETEK 


STAR TREK® GENERATIONS BEYOND THE 
NEXUS™ TRAVEL INTO THE FINAL FRONTIER! 
Re-live the ultimate STAR TREK Adventure on 
your Nintendo Game Boy®! Based on the new 
STAR TREK® GENERATIONS movie from 
Paramount Pictures. BEYONO THE NEXUS™ 
puts you in the middle of the most crucial mis¬ 
sion of the U.S.S. Enterprise™! 

On this voyage, a bizarre phenomenom brings 
together two of the famed starship’s most hon¬ 
oured crews! You’ll work side-by-side with char¬ 
acters from the original STAR TREK series and 
the popular syndicated hit STAR TREK: THE 
NEXT GENERATION®! 

It’s an incredible adventure in the 24th century! 

• Encounter Klingon and Romulan starships in 
simulated 3-D Space! 

• Based on Paramount Pictures’ seventh STAR 
TREK motion picture! 




DUEL IN THE DESERT WHEREV^YOU GO! Now 
you can take the fury of modern^armoured com¬ 
bat with you wherever you go - SUPER BATTLE- 
TANK™ roars onto the Gameboj^! Take control 
of the fearsome M1A1 battletank and power over 
the dunes to wreak havoc on the enemy! All of the 
Mi’s lethal armaments are at your command - 
smoke screens, the 7.62mm machine gun, and 
the mighty 120mm main cannon! Realistic mis¬ 
sions and manoeuvres put you in the thick of the 
dangers of modern armoured warfare! 

• The newest in the best-selling SUPER BATTLE 
TANK series! 

• 10 action-packed missions! 

• Battle dangerous hordes of sophisticated Soviet-, 
made weaponry! 


TAKE A SWING AT THE CHAMP! He’s king of 
the ring and wears two championship belts. 
Every heavyweight in contention wants a piece 
of Riddick Bowe ... but big daddy wants to 
rumblem\\\ you! 

STEP INTO THE RING ... WITH THE HEAVY¬ 
WEIGHT KING! • Career Mode - lets you create 
- and save your own fighter • 25 ranked fight¬ 
ers and 65 different boxers in all - each with 
his own personality and fight style • Fighters 
age realistically throughout their careers • Cool 
blow-by-blow sound effects • Extensive punch 
selections • Individual round and career stats • 
The only side-by-side boxing game for the 
Game Boy. 


4 NEWtTITLES 
TO TRY YOUR 
HANOS AT 


RIDDICK 

BOWE 

BOXING/ 

/ 

^ . 
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Distributed by Gametek UK Limited, 258 Bath Road, Slough, Berkshire SL1 4DX, United Kingdom. 











Original 


X Nintendo^ 


Seal of 
Quality 


STRI 










AVAILABLf 


m ON 


WtN TE R TA I N M EN t\ 


THE ACTION - MORE EXPLOSIVE THAN 
THE TECHNOLOGT - THE MOST ADVM||jil 
T^ MISSIONS - lAND. SEA, JUNGLE, 

THE TILTIMATE CHALLENGE AND TOUGHEST 


1 


INTERNATIONAL LTD, 4 THE PARADE, EPSOM, SURREY KTI8 5 


Ui#AN STRIKE ANDUV.E STRIKE ARE TRADEMARKS OF ELECTRO!^ ARTS. ELECTRONIC ARTS IS A REGISTERED 

SUPER NINiViDO ENTERTAINMENT SYSTEK™ AND THE OFFICIAL SEAL ARE TRADEMARKS OF NINTENDO CO. 


















































